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By Nigel Findley 


This js tho day, Nick Fontana told himselt 
Anyone over the age af 20 would have found his monolithic 


soll-confidence amusing. But anyone 18 going on 19 (ike 
Nick) would havo understood. .in tact, would have taken it as 
agiven 


Thisis the day, he told himself again, This is my day. His first 
professional boul on the Street Fighter circuit. (No, he cor: 
tected mentally, my fist win an the circult) Yes, it would be a 
day 10 remember 

He was ready, as ready as he'd ever been. He knew it. He 
folt it Ho was as tast and Nlexible as a striking snake. He had 
a predator's eye for weakness and a killor instinct that a mab 
hitman would have sold out his best friend to possess. He was 
cranked and ready to kick some butt 

Nick pushed hinselt away from the dressing room wall, 
whoro he'd been doing his stretches. He fired off a quick 
‘combination — iron hands high, dragon punch, uppercut, He 
could hear his hands cutting through the air, as ithe were a 
protagonist in the low-budget kung fu movies he'd grown up. 
wilh. Give me a pair of chopsticks, he thought with a grin, anct 
ra fly in Mobile is sate, 

Mobile. Mobile, Alabama. The venue was the one thing that 
threatened to dull his edge. His first protessional fight — why 
couldn't it have Deen in his hometown of Seattle? The other 
‘musicians in his band, The Harsemen, could have seen him 
kick ass and take nares. Hell, maybe his freakin’ parents 
Wauld have shown up — stranger things had happened. Here 
In Mobilo, though, he didn’t know anyone. He was on his own, 
Ever) his sensei, Shimizu, wasn't there. 

Nick shook his head at that thought. He'd have a lot of 
kissing up to do when he got back to Shimizu's dojo in Seattle. 
‘The wizered sensei hadn't considered him ready to make the 
circutt, Not for another a year or more, maybe, the old man had 
said. A yoar? A Ireakin’ year? That was forever! Nick knew he 
Was ready and knew the only way he could get better was loget 
out there and fight. Training, katas and sparring were great, 
their way. But nothing cauld match the experience of — what 
did that old book say? — “being tempered in the crucible ot 
actual combat." So when that promoter contacted him directly, 
nat through Shimizu— there was @ wonder —and offered him. 
a fight in the Mobile arena, he jumped at it. For a couple of 


minutes he debated asking Shimizu about it, but he could 
predict all too easily what the sensei would tell him, Much 
‘easier to get forgiveness than permission, hedecided, and so 
he made his travel arrangements, 

The promoter, Jayjay Weller, met him at the airport. He was, 
big guy, dressed in black, sporting a shock of spiked blond 
hhair and decked out ina kilo or two of silver, He always seemed 
to be laughing at joke that Nick didn't understand and would 
{get his nose up if Nick asked what was so funny. Under any 
other circumstances, Nick would have hit the road or taken a 
‘swing, but this was business, or at least that's what he kept 
telling himself é 

So here he was. Here in the dressing room of a Mobile, 
Alabama arena, He could hear the crowd, his crowd: the buzz 
of voices, the shuttling of feet, the occasional roar of excite- 
ment or outrage and, beneath it all, that almost subliminal 
sound that can only be made by thousands of expectant 
people. 

The door swung open, and Jayjay stuck his head in, His hair 
was even more outrageous than it was earlier in the day, 
(Terminal hairspray abuse, Nick thought.) "Ready?" 

"Born ready,” Nick told him, 

Weller giggled quietly. “The Cajun's a couple minutes be- 
hind schedule,” the promoter said, "but we might as well get 
you out there so your fans can get a look at you.” 

*You got it.” 

That was another disadvantage of fighting in Mobile, Nick 
had to admit as he followed Weller along the concrete corridor. 
It the fight was in Seattle, he'd have had a chance to scope out 
his opponent. Here? No way. “The Cajun"? Who the hell was 
he? What style did he fight with? What tricks and combos did 
he know? This bout wasn't in the Traditional Division, another 
straw added to his burden of guit. Shimizu didn't approve of 
the other divisions, and “The Cajun” probably wouldn't use 
formal styles. Hell, that was okay with Nick. He'd been fighting 
— and winning — long betore he'd known there were such 
things as formal styles. Allin all, he figured, there wasn't much 
out there that could surprise him 

Weller patted Nick on the shoulder reassuringly and ges- 
tured him on ahead. For a moment, Nick hesitated. Then he 
‘squared his shoulders and strode down the last, darkened 


corridor toward thebriliantightsat its end. Like those weirdoes 
say about dying, or is it being reborn? he thought. Hell i fits. 
Today's the end of my ald life and the start of a new one. He 
emerged trom the tunnel. 

‘And froze in his tracks. Weller had told him the “house” for 
tonights tignt — 18,000 and change. He thought he'd known 
what that meant, 

Nota freakin’ chance, He'd seen larger crowds, but only on 
the tube, On the tube you can't really hear the people, can't 
smell them and certainly can’t feel them. Even more impor- 
tantly, every one of those 18,000 was looking at him. He felt ine 
physical sensation of their yes an him, ike an electric charge 
‘coursing through his body. When it recognized him — when 
Ihe people realizedhe was oneot the fighters.on tonight's card 
— the crowd roared, and the sound beat on his body like @ 
wave in the ocean, 

1'vemade it. The thought shocked him with its intensity. This 
ismy day. Onimpulse, Nick snatched off his baseball cap (the 
‘one with his band’s logo) and threw it into the crowd. He 
laughed aloud as he watched people scramble tor it. This is 
where | belong, 

Nick swaggered down to the ring, into the heat of the lights, 
and waited, 

He didn't have to wait long, The P.A. system blared with 
‘some geriatric golden moldy: "Sweet Home Alabama” or 
somo crap like that. Then the announcer's voice reverberated 
through the arena, “Ladies and gentlemen. this is what you've 
been waiting for, Ate y'all ready for the main event of the 
evening?” 

Brain-dead crowd-baiting, Nick thought scomnfully, ! could 
doa hel ofa lot bettor Stil, head to admit that the answering 
roar was just this side of deafening. This is Mobile, he re 
minded himselt wryly, not really the center for wity repartee. 

The announcer continued his spiol. “Ladies and gentle- 
‘men, this|safreostyle match, Naweapons, nolethal maneuvers 
and no biting!” He delivered the last words like a joke, andthe 
crowd roared with approving laughter. Nick frowned. Am I 
‘missing something here? 

“in the blue comer,” the announcer sang out, “in his first 
protessional fight on the circuit, trom the Evergreen 
Playground... Nick Fontaaaana!” 

Nick beamed as the cheers washed over him, relisted in 
them, felt their energy seep into his muscles and key his 
reflexes even tighter. This is what | was born for, he told 
himself. Everything that came before was just waiting, 

"And in the red comer," the announcer continued, “a local 
favorite, You've seen himin this ring before, and you'll see him 
‘again, His tecord is 72 wins — 51 of them knock-outs! — 14 
losses and no draws.” 

Waitjust one freakin’ minute!Nick thought. suddenly chilled 
Seventy-two wins, 51 by KO? He shot a sharp look at Weller. 
who was standing at ringside, The promoter flashed him a 
cheery thumbs-up. Yeah? Well, wei see. 

‘The announcer wasn't finished, "He's one of the biggest 
draws on the international circuit, Freestyle Division, You know 
him, you love him and here he is: the Ragin’ Cajunt!!” 

‘The previous screams seemed loud: now they were physi- 
cally painful. The crowd took up @ chant, and the sound 
battered against Nick’s body: "Ca-jun! Ca-jun! Ga-jun!” From 
the ratters, spotlights burst into life, illuminating the entrance 
across the ring from whete Nick stood, Something moved in 
the tunnel and emerged into the light 

‘What the freakin’ hell is that? 


It looked like a bad practical joke, 2 refugee trom a low- 
‘budget horrar move, It was the height of a man. It walked 
upright, and it had arms and legs like a man, Yet it wasn't a 
man, at least not in the way Nick Fontana defined the word. It 
looked like. 

It looked like a freakin’ alligator, for Christ's sake. 

An alligator trained to walk on its hind legs, using its tail 1o 
balance the mass of ts upper body, Butno gator Nick hadever 
‘seen on the tube or in @ 200 had muscles like this on its arms 
and legs, or this kind of definition to its pecs and abs. Nor had 
any gator worn brightly colored wrestling strip, for that matter 
No. this thing wasn't gator, Butit wasn'ta real human, either. 
‘Some kind of crossbred” The kind of genetic experiment you 
‘ead about in those trash-papers at a supermarket? 

Whatever the hel itwas, the crowd loved it. They screamed 
They chanted. They did the freakin’ wave, And the gator-thing 
enjoyed every minute of it. It clasped its big hands over its 
head in a boxer's handshake and pranced around the ring, Its 
mouth (snout?) was open in what might have been a smile, 
‘excopt for the tact that the expression showed @tirely too 
many teeth 

To hell with this noise, Nick thought. He crossed the ring, 
aiving the gator-thing a wide berth, to where Weller stood 
“What the freakin’ hell is that?” he demanded of the promoter. 
“Want even human!* 

Weller smiled. No giggle this time. In fact, there was some 
new element to the smile that Nick didn't like, "That's your 
‘opponent, boy.” the promoter said. “That there's the Cajun,” 

Nick snot another look at the galor-thing's teeth and made 
his decision, “You didn't say nothing about this," he said firmly, 
crossing his arms over his chest 

Weller shrugged. "You didn't ask," he pointed out, with 
inttating accuracy. “I offered you a fight. You took it. End of 
story.” 

“Like hell it's ‘ond ot story'!" Nick shouted back. "You 
offered me a lair tight, not — 

The promoter cut him off. “Never said nothing about a fait 
tight, sonny-boy,” he said coldly. "Asked you if you wanted a 
freestyie fight. You said yes, You signed the contract.” 

Jayjay leaned in close to Nick, enguiting the younger man 
\n the sweet-bitter miasma of his breath. "I don't think you gat 
the picture here, sonny-boy,” he whispered. “Your name's on 
‘contract, your name's on the fight card, Hell, your name's on 
the marquee, You're committed. People have come out and 
ppaid good money to see you fight. And ight you will. Youmade 
‘a deal, now you'll stick by i.” 

“The deal is off!” Nick drove home each word with a finger 
stabbing into Weller’s chest. 

“Not from where | stand, boy,” the promoter said quietly, 
"You're going to fight the Cajun, even if he has to chase you 
Intothe dressing room ang drag you back kicking andscream- 
ing. Hell, boy,” he laughed, “look al this crowd! You think 
they'e going to be pissed if they watch the Cajun track you 
down and beat the living crap out of you? That kind of action 
is ust part of the show around here, see? 

“So it's your choice.” Weller's voice was starting to sound 
like the hiss of a snake. “You can go either way, 

“One way, i's @ stand-up fight. Hey. who knows, maybe 
you'll take the Cajun, huh? Even if you go down, i's by the 
rules. You get messed up, maybe, but it ain't going to be 100 
bad. You get the money, and you get your name out there. You 
get one fight on the circuit under your belt. You ain't greenie 
anymore. The other way..." 


Jayjay shrugged. 


other way, you say to hell with the 
with s, okay? The Cajun kicks 
jop until he’s damn good and done. 

ars your goddamn 

You blew off the 
can bet ne other + 
biows off his first 


and he dor 


boy,” Weller finished softly, “But don't ff 
th that, he tumed on his heel and 


2 moment Nick thought al 
g, buthe was soft 
Nick got his hands on him, 


he held himself back. 


going after Weller, Hell 
promoter would be dead 


uid be satistying to kick the 
fatistaction would cost Nick his 
ongratulated him for at last thinking 
ne wanted to become. And thal was what 
wasn't it? Professionalism, That's what 
oul, even though he hadh'tused the 
scammed, but only because he'd let 
id have asked some questions, He could 
ome research. He could have found out who — or 
e fighting. He could have made an informed 


eller, but that 


He hadn't. He hadn't acted ke a professional; he'd acted 
Now he had a choice: follow through with his 
probably lose, but | professional | 
aut, suffer hell of a beating and & 

0 down the drain along with his blood 
to the contor ofthe ring 

iting stance, The Cajun turned toward him 

{his muscular arms. Fear twisted Nick's guts, But 
als don’t show fear, do they | 
y dont let ft control them. That's whal being a 


a cold, grim smile, Nick stro 


7 Sure, they might fee! 


Nick swallowed the bitter taste of bile and managed to force 
snto his tace. “| got something for ya, ya cold-blooded 

ne yelled, loud enough to be heard over the noise of 

ne and get it, if you got the freakin’ guts! 

the fight to begin, 


1a burglarholes up ina house, he is considered dangerous, 
The whole worlds against him. He is desperate and unpredic! 
able — the wounded animal, The one who dares enter the 
house — the predator — is brave or foolhardy. This calls for 
careful reflection. 


as eS INSIDE THE Ring 


Lifes tough, and ile on the Street Fighter circuits as tough 
asi gets. You aways need fo be on your oes, both in the rng 
dnd outside It The Street Fighter Players Guide fiips New Stytes 
you develop your Street Fighter character by giving you ac- This cl 
Sees to new Special Menewers and oer combat sks Tho gy rac maa ars oxonsive rjgmation abou new breeds 
Such as training and retirement. The myles ara designed to be powerf oom 10 

Although your Street Fighter Is first and foremost a warrior, existing styles in the Street Fighter rulebook, Have fun 
e's also a human being (in most cases). The new information applying these new Special Maneuvers in the ring, but be 
presentedinihis book oan bevsestodavatop yourcharacter’s pratt ws he the rocald ond os wel 

body, skis, mind and identity, Always remember that your 

character's goals and ambitions should extend wel beyond 

the arena. Street Fighter is a storytelling game. after 


's an overview of the Street Fighter Players Guido: 


;owerful in comparison to the 


Unique Bacxgrouns 


Analyzing a ne 
abilit 


style is easy compared {a figuring out the 
s of fighters with Unique Backgrounds. Cyborgs, 
elementals and animal hybrids broaden the horizons of char- 
acter creation 

with cybernetic 


A Note 10 STORYTELLERS 


Jers will find 
ytellers Ww! 
signed for players. Story ind 
rile this book 's designe es Spi 
Wile this Do videasand powerstoaddlOO ‘stable 
oS el pating ales and antagonists, Se 
Na ont ity among the player 
tablish gtouP uM ' me 
balay sta mene rules can also be used t 
ind their managers phon 
one) ‘and rival Street Fighter grouP’ 


but beware: That lumbering hal-barracuda 
jhancements may be your next opponent! 


Up ‘N’ Comers 


Each new style or B: 
character. These are 


-kground section ends with a sample 
e Up'N' Comers — Street Fighters who 
st exemplify their power classes or fighting styles. They are 
powerful warriors, but they have yet to reach the division of 


World Warrior. This doesn't mean they're not reliable allies or 
dangerous opponents, 


lly 
in are equally 
er subjects here! ey a 

Other sr concentrates on ® fee as, Players 
ai hignest achievernent In IRE TREE fing this 
ja master, tne highest ACTIN come master 


ani ia an use he same 
who want thet Cert you, as Stontllr. can HS 
vi ior 


ished masters. 
reate establi 
ation to creat 


‘ Jied to your 
ta chapter's ideas cant 2 te 3 Prgaction, tOF 
jen it a Chaplet’ ky. The Retirement $8 
erea. a chosen few might. The RET oc lave 
cmronile, 8 Me usedto provide 8 on sto appHY 
non-player 


is they are the players 


RUNNING THE Cireutt 


ARENAS 


Tents AND STABLES 


y 


When | look to his soul! 


know, even bete 


oppor 
fight begins, who w 


T. Hawk, excerpt from a lesson to his students 


This chapter takes you into the ting, introducing new styles, 
Backgrounds and Abilities. Additionally, this chaptor explores 
tho froaky side of Street Fighting, Included are animal hybrids 


cybernetic enhancements andarcane knowledge thal 
would just as Soon keep to itself. f you thought the circuit was 
tough before, just wait until you face off against 

‘opponents 


New Stes 


This section introduce 
and Ninjitsu. These ty 
ew Special Maneuvers —many of wh 
Streot Fighter's repert 

avale Is an old Frenc 
is known for its strict discipline and in 
ightersare require 


twor tial arts st 
yo new styles incorporate a plethora of 
an be added to an 


style th d today. It 
nse training 
incredible amounts ot 
punishment andare easily as y tough as heavyweight 
br This slyle is characterized by an unusval kicking 
tochnique that uses the fighter’s tog to strike an opponent while 
moving his torso beyond range af a counterattack 
Ninjitsu is often ster 1d in movies and books as 
assassination art of an infarnous cult of murderer 
known fact that Ninja have 
their psychic energy to evoke battling power 
Fighter, only true Ninja rm: 
although any fighter may be trained in t 
aspects of the style. 


gitnen, 


cep spiritual roots and may 
\y Street 
ret powers, 


more mundan 


hese 


Savate 


of French kick fighting was developed in the 18th 
century and bears similarities to boxing and karate. Unlike 
poxing, Savate employs jump kicks and highly acrobatic 
technique 1 two Savate fighters re- 
minds one of a bare-knuckle fight, and in many respects is 
tly that, except for the inclusion of kicks, 


A confrontation betwe 


Savate is derived ftom the kick fighting of French mariners 
and is governed by rules of conduct similar to those the 
Marquis of Queensbury developed for boxing. The style is 
characterized by @ bouncing gait (which makes the fighter 
Gificult to hit) and a unique method of delivering kicks. 

Kicks studied in this style are unlike those of any other 
martial art. When delivering a kick, the fighter leans away from 
tho direction of the kick, stretching one arm back lke a fencer 
tobalance himself, This allows the torso to pivot away from any 
ccounteraltack. The toe, rather than the heel or the ball of the 
foot, is usedto inflict damage. For this reason, the fighter wears 
‘ott shoes with reinforced toes. Savate kicks are usually 
probing thrusts with the toes or shins — attacks designed to 
slip between the opponent's blocking hands. 

‘Schools: Most fighters who study this style are of French 
descent, though anyone may learn, A Savate school is called 
assalle,andthe bestare located in Marseilles or Pari. This style 
not 0 well Known as others, and a salle may be difficult to 
find. Any fighter of even limited renown may open his own salle 
with litte chance of competing with an established school. Of 
2 the rarity of salle also makes locating a Savate master 
extremely dificult 


Special Maneuvers 
Punch: 


begin in this sty 
thei repertoi 
Concepts: Fr: 


Initial Willpower 
Quote: & ‘ 


While kicking, the fighter leans back much farther than 
other styles allow or expect. This gives the fighter an 
additional +1 to his Soak roll, provided the fighters struck 
by an opponent who uses her superior Speed advantage 
to interrupt a Savate kick attack. Any other move that is 
Interrupted will not give this Soak bonus, nor will Aerial 
Maneuvers (like the Ax Kick), jumps or blocks. This Soak 
modifier also does not apply to any types of leg sweeps or 
similar crouching maneuvers. In tact, a Savate fighter 
takes a -1 Soak penalty when interrupted by a sweeping | Athletics 
maneuver. 

‘When kicking, a Savate Street Fighter gains a +1 dam 
age moditier, This simulates the hardened toecap of the 
Savate footwear and the fact that most Savate kicks are 
thrusting kicks designed to strike a particular point on the 
body, rather than sweeping blows to an entire limb. Other 
fighters have difficulty blocking Savate kicks because the 
kicks are so different from the methods they are trained to 
block 


Focus: 


overjoyed and honored by 
red. He'd seen the way 
ters had moved in the ring and believed there was no 
he could hope to match them, The second mate kne\ 
w the potential within Jacques and began to train 
im in the fighting style of Savate. 

Atullyear passedbefore the second mate judged Jacques 
ready forhisf h. The boy was nervaus, but stunned 
the crowd by knocking out his opponent in the 
first round. In the last three years, Jacques 
has proved himself a force to be reckoned 
and has rocketed up in the stand- 
8. Some believe thal He may make 
play for World Warrior standing 
next year. 

Appearance: Jacques’ slim 
build hides a wiry strength, His 
face still retains some ofits boyish 
good looks, in spite of the beat 
ings it has received aver the 
years. His nose has been broken 
50 many times that only his 

mother knows for sure what its 
original shape was, 


Jacques was born in the town of Hyeres, on the so 
coast of France near Marseilles. His family had lived ther 
generations and had grown prosper 

ous by harvesting the cod that 
toomod inthe area'sseas. Indeed 
Jacques’ father was lucky enough 
fo own a boat. The young and 
naive Jacques dreamed of buy: 
Ing his awn boat one day and 
sailing across! jiterranean 
To this end he joined the mer: 
chant marines, intending to put 
jacks toward a boat of his 


Jacques soon realized th 
seaman's pay was not enough to buy a 
decent fishing boat. After paying union 
dues, taxes and other unforeseen ex. 
ponses, he wasn't saving nearly as much 
money as he needed to, At the rate he was 
going, he would be nearly as old as his father 
before he could afford even a small boat. 
Jacques thought about the problem dally 
but could fathom no solution. Then he 
noticed that some of his shipmates 
had far more money than the rest of 
thocrow. He watched them for awhile 
and stumbled across the Street Fighter 
circuit 


Jacques typically wears.a|leo: 
tard common to Savate tighters 
and, of course, the hardened 
shoes of the art. He also likes to wear 
heavy, navy-blue merchant marin 
jacket the second mate gave him when he. 
retired 

Playing Jacques Desroche: Vou are, 
stil very much a fisherman's son from a. 
small French village. Alth 
rayeled around the world and seen alot of 
exotic places, at heart you are still very 
naive, Adventure appeals to you, and you 
are prone to take daring chances and he- 
role risks 
‘ou have already saved enough money 
to buy two or three fishing boats, but are 
reluctant to give up the Street Fighter's Ife, 
especially to become a mere fisherman. That is 
for the old, and you are still young, Eventually 
you'll settle down with a pleasant wife and a good 
no! until you show the warld just wha 


Apparently, members of the crew were betting on 
Iiiegal braws as their ship docked in various ports around the 
world, They were betting on ane at their own — the second 
mate — who would regularly return from shore leave bruised 
and beaten, bul always with more money in his pocket than 
when he lett. The naive Jacques was appalied untithe second 
mate explained the circuit and the men and wor 
participated in it, Jacques soon realized that the fighters wer 
generally very honorable and competed for the sport of it 
nothing more 

Desroche soon began accompanying the old sailor and 
rest of his mates to the matches. They were exotic anc 
exciting to the boy — nothing like the occasional fight that 
would break aut on the docks at Hyeres. The grace and 
Violence al the fights were intoxicating. and so was the 
money Jacques won on side bets, 

The second mate was one of the better opponents in 
the ring, but he knew his timein the arena was drawing 
loa close, He asked Jacques if he would be interested 
in continuing the ship's fine tradition of training and 


h you have 


solid boat, but 
Jacques Des 
Quote: Very well, mon ami. If we are indeed destined 
ight, then know that it is nothing personal. 


SE fag 


Name: Jacques vesRocue Style: SAVATE Team: NONE 
Player: School: SALLE SAVATE DE MONTREAL Concept: MERCHANT MARINE 
Chronicle: Stable: None Signature: DANCES OVER 


Arergures DEFEATED OPPONENTS 


Puystcat Sociat Mentat 
@ Charisma @@000 Perception 
Manipulation @@00O0 intelligence 
Appearance OOO Wits. 


Strength 
Dexterity 
Stamina 


ABitmies ESS 


Skits KnowLenges 
Alertne: @@@00 Blind Fighting @@@00 arena 
Interrogation @0000 Drive OOO Computer 
Intimidation @@000 Leadership @0000 investigation 
Insight @0000 Medicine 
Streetwise @0000 mysteries 
Subterfuge 


Speciat Maneuvers 


BACKGROUNDS - 
ALLIES (SHIPMATES) @@@OO ae cee 
ARENA (SHIP) @ee00 TRIPLE STRIKE 
00000 
GOC00 STEPPING FRONT KICK 


REVERSE FRONTAL KICK 
AK KICK 

DOUBLE-HIT KICK. 

ume. 

RIPOSTE 
DISPLACEMENT 
EsQuVES 


00000 


Combo: 
FRONT KICK - POWER UPPERCUT 


Wiutpower oa 
© OO OOO O000 FF 285- shine sacerist - AK McK _ 
g000000000 §f oz 

Heatta 


een e0000000 EXPERIENCE 
saarikied go000000 

Wins__35 Losses_5_ 

Draws! KOs_34 ee ot aon. 


Nuwnsu 


Daisuke stuajied long and hard a new art of combat, new 
ways to use the body and spirit, @ new vision 

From this mystic teaching he learned to move freely without 
being perceived, and how fo work his will without action, 

—an ancient tale concerning the origin of Ninjitsu 

Ancient Japanese legend states that the Ninja clans de 
scended fram acreaturecalledthe Tengu, shalf-man,nalt-crow 
hybrid with the power to alter nature and the minds of men. 
Whatever their aciual origin, Ninja have gained great notoriety 
1s spies, assassins and warriors, 

Few realize that Ninja are more than simple assassins. 
Ninjtsuis in facta very spiritual way of ite, emphasizingnature 
andthe inner being. Itisoemphasizes the martial life, bot for 
the protection of their sacred Mikkyo temples and for the profit 
of their family. Ninja clan members begin their training at the 
age of five. By tho time they reach their late teens, they have 
become accomplished warriors and spies. 

Throughout their history, Ninja have been superstitiousty 
feared by common and noble Japanese alike. This Is not only 
because of their talent for stealth and intitration, but iso 
ocause of their mystical abiities. Kujin (Chisfocusing hand 
positions) and Saiminjutsu (hypnotism) allow Ninja to ilu 
ence the natural world and the minds of their opponents. 
Theso abilities are the greatest of all their secrets, anda Ninja 
wil die before revealing Ihem loan enemy. The hand positions 
are never laught fo student whois nota member of one of tho 
clans. 

Unlike Karate, Ninjtsu does not trai a fighter to take down 
an opponent with ane pawerlul punch. A Ninja will often work 
alan enemy until he Becomes fatigued and exposes himsell 
to a telling blow. This doesn’t mean that Ninja don’t have 
powerlul moves, they meroly save them for the tinal stroke. 
Ninja like to baffle and confuse their targets by disappearing 
before their opponents’ eyes. Stealthy movements, the use of 
shadows and a penchant for dark clothing often make ithard 
fo focus on a Ninja, even in the midst of battle. Fighters have 
been known to turn their backs on a Ninja during a match and 
never catch sight of her again, though they netice every blow 
th Ninja lands on them, 

Weapon training forms @ large part of Ninjisu skills, and 
Ninja frequently fight as Ouelists. A weapon is regarded as an 
exlension of the Ninja's will. A large variety of arms, usually 
concealed ones, areused by Ninja, Chief among these are the 
ninja-to (a straight short sword) and the shuriken (throwing 
stat), Modern weapons are not commonly used by Ninja 
Unless a particular situation requires them, like attacking an 
airplane in fight (a shurikon just isnt as etfective as a Stinger 
missile). Weapons are never used during matches unless 
weapons are permitted and agreed upon by both opponents. 
Contrary to popular films, Ninja.are quile honorable, although 
there have been exceptions. 

Classical Ninjiisu also trains a student in the ways of 
espionage, Many ancient shogun and samurai were brought 
down by Ninja infitrators. 

Ninja clan organization follows a three-tiered system. The 
JJonin, oF “high man,” maintains the disoipiine of the clan and 
Controls the entire spy network Below the Jonin are the 
Chunin, or “middle men.” Many Chunin may be controlled by 
a single Jonin, yet remain unaware of the existence of other 
CChunin. This protects the other Chunin trom being exposed it 
one of their number is captured. Italso protects the Jonin from 


‘being given false information if he has more than one agent 
pursuing a single mission. The bottom rank of the clan com 
prises the Genin, or “low men’. these are the foot soldiers of 
the olan. 

‘The Ninja realize the importance of women, not just as spies 
butalso.as warriors. All members of a Ninja clan are trained in 
the Ninjitsu style. Female Ninja are called Kunoichi and are 
every bit as dangerous as their male counterparts, 

The ancient Nina clans have decided to make their pres- 
lence known in recent years, but not to the public at large. It 
serves the purposes of the clans to allow the "western" Ninja 
to perpetuate the stereotypical Ninja of the movies, and to 
educate those interested few in the mystical philosophies of 
the style. At the same time the clans send out representatives 
and spies to increase their power and wealth by working for 
various clients. Recently the clans have discovered the Street 
Fighter circuit. They have begun to participate in its battles, 
seeing the circutt as a way to advertise their services to 
powerful sponsors. 


Teue Niwa 


To be 3 Ninja with Saiminjutsu powers, the character must 
take the Background of Clan Heritage. This reflects the years 
‘of study ina clan's dojo, Regardless of the character's original 
nationality, he must have this Background to fearn the Ct 
focusing hand magic of the true Ninja, Ofily a Ninja with @ 
Background of 4 or greater will be taught the hand magic, 


CChunin if you prove ¥ 
with the family clan: 


‘open for yous YOU 


An established character may acquire this Background 
through roleplaying and by using amassed experience to buy 
it. This might even require a special adventure in which the 
character proves his value {oa Ninja clan and is subsequently 
‘adopted by the clan. Any of the Ninjtsu skills may be leamea, 
so long as the student hasat least one dot in the Cian Heritage 
Background, However, the mystical skills are only taught to 
the Ninjitsu students who best personify the spirit af the Ninja. 
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Common Agimes 


Alertness, Interrogation, Insight, Streetwise, Subter- 
fuge, Blind Fighting, Security, Stealth, Survival, 
Investigation, Style Lore 


CLAN Rans 


Clan ranks are determined by anumber af criteria. ANinja’s 
prowess in combat and infiltration are as important as her 
social standing within the clan. Itis important that a fighter be 
skilled in all aspects of the Ninja way of lfe to advance in rank, 

Genin 

A Ninja character must have at least one dot in all of the 
common Abilities to qualify as a Ninja of the Genin ttle 

Chunin 

A Ninja character must have at least throe dots in five of the 
common Abilities to qualify as a Ninja of Chunin rank 

vonin 

ANinja character must have at least five dats in no fewer 
than five of the common Abilities, as well as three dots in the 
remaining Abilities, to becomea Jonin. Attnis ranka Ninja may 
starthis own clan; if hes @ master, hemay also teach students 
the way of Ninjtsu. 


Schools: Schools of Ninitsu are rare, but fairly easy to 


find, and the basics of Ninjitsu are taught to anyone. To learn 
the mystical powers of Saiminjutsu, one must be accepted by 
a Ninja clan's dojo and adopted by that family, Few gaijin 
(foreigners) can actually locate the reciusive clans and fewer 
stil are accepted. 

Members: Anyone may take lessons at a commercial 
Ninja dojo, but the truly great Ninja are all descended from the 
clans in Japan. 

Concepts: Ninja are masters of illusion and espionage. 
Ninja can masquerade as any other profession, 

Initial Chi: 5 

Initial Willpower: 2 

Quote: Karale and Kendo fighters compete to score 
points. A true Ninja fights or lle — his own or his opponent's 


Detecting Punch 1 
Maka Wara (4 a . 
Grab: 


Air Throw (2 pig.y 
Back Roit Throw (1 pty 
2 (1 ph) 
Dislocate Limb (2 pts, 
Eye Rake (1 pt) 
Hair Throw (2 pts.) 


Drunken Monke 
y Roll (2, 
Firing Heel Stomp (3 a , 
ae Attack (3 pts.) 
cal Roling Attack 
Wall Spring (1 pty =) 
Focus: 


Balance (3 pts.) 
ll 's Visage (3 pts.) 
rancing Cobra (4 pts.) 


(py 
Mongoose (3 pp 
Gps) me” 


Yuet Tawana 


ful clan of Ninja, fh 
Yuki Takada grew up 
s af her masters, She 
rsfeltthat she had 
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‘The Togakure-ryu, a pom 
existence for over 34 generations. 
immersedin the traditions of the Togakure-ryu. For many 
Yuki studied the mystical teaching 
became quite proficient; indeed, he 
the potential ta became a Jonin. T 
hard and intensified ner training 
By her 16th birthday Yuki had learned as 
much as her masters could teach her. Her 
education would have to proceed in the 
fe world, Thus, she began the 
Infiltration missions that truly 
honed the skills of a Ninja 
Yuki spent the next nine year 
traveling the world under various 
guises, fulfilling her commitments to 
the clan, In this she succeeded 
admirably, bringing honor 
glory and capital to the 
Togakure clan, The nature 
af the mission was of litle 
‘consequencetaher. Given 
enough preparation she 
could impersonate any: 
id there wasn't a 

gcurity system sophist 
cated enoughtokeep her 
out. 

Like most 
Ninja, andthe 
Togakure-ryu 
in. partleular, 
Yuki disliked 
that involved killing, She always 
vied to protect the lives of tho: 
she spied upon. For this rea 
she and her clan avoid 
action with Shadaloo 
always in the 

M. Bison was not ple: 
loast. In his opinion an assassin nat working 
for him was ane warking against him. To pratect 
his criminal empire, cided to destroy the 
Togakure clan and all who served it. He sent troops into 
Japan to besiege the clan's mountain strongholds. So tar he 
has been unable to root out the clan, but it 
lime. To preserve their way of 
Yuki Takada and gave het 

Yuki was given permission fo start her awn clan, in 
that when the Tagakure clan fell, the teachings af the Mikky 
priests would survive. It was up to her. ner 
to maintain the honor of the clan and br 
Ninja legacy into the world. Yuki was saddened by 
but agreed with the ma 
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Yuki entered the Street Fighter circuit for two reasons: first, 
to get a shot at M. Bison thereby forestalling the destruction 
of her family; and second, tofind aman worthy o wedding her 
and fathering her new cian, She believes that i she draws 

entiontohersell,she may be able o divert Shadoloo's 
attention from her clan inthe mountains of Japan, And maybe, 
just maybe, she'llbe able to take down Shadoloo by euting oft 
its Nead — M. Bison. She has been partially suc- 
cessfulin his endeavor. Shadoloo has tried to 
il her eight times in the last six months 
Bison has lost 18 assassins in these al 
templs 
To date she has not found an opponent 
strong enough to become a clan founder. 
Inside the ring, she wears the concealing 
hood ofa traditional Ninja: trerefore, noone 
knows what she really looks like. Opponents, 
who have gwen her a challenge during a 
atch occasionally notice a petite Asian 
beauty watching them for a lew days 
aherward. Such fighters are 
never able to locate the 
woman alter a frst glance 
and can never catch her 
they give chase, Pemhapsthis 

‘8 much a test as their 
match with Yuk’ inthe ring 
Yuki owns and operates a ryokan (an 
oicefashioned inn, trom which she in 
tonds to base her own cian, Then 

isbultinthe resort town! Handa, 

near Tokyo, When she isnot n= 
hing the Street Fighter circuit or 
performing espionage missions 
she can found here, daintly serv 

ing tea and sashimi to her guests, 
Appearance: Yuki appears quile young for her age; she 
ould easily pass for a schoolgirl half her actual age of 26. 
side the ring she wears the traditional black costume of the 
Ninja warrior. She wears a hooded mask to conceal her 
features. but has modified i, allowing her long black hair to 
flow down her back. She also likes towear a gray camouflage 
lar to combat webbing. Within this vest Yuki slores 
weapons and pyrotechnic devices of 


Playing Yuki Takada: You move quite silently and 
rarely speak. Your mission of beginning a new Ninja clan 
Jumes your entre life. However, you manage to find time 
toenjoy yourselt —especiallyin public. You're unsure whether 
suse ol your Ninjisu training as a social chamelean 
cor because you are actually having fun. In any case, few 
people outside of the ring are aware of your Ninja heritage and 
the simple owner/operator of a quaint resort inn 
try to protect your secrets by any means necessary 
except killing, 


Quote: 


(quiet smile). 
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LAN TOGAKURE-RYU Concept: JONIN KUNOICHI NINJA 
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Alertness 

Interrogation 

Intimidation Investigation 
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Streetwise Mysteries 

Subterfuge Style Lore 
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Unique Backgrounds are new additions to the Street 
Fighter game designedto enhance character variety. Creat- 
ing @ character who incorporates Unique Backgrounds is 
lie mare complicated than making a run-ot-the-mill Street 
Fighter, Some Backgrounds have new Special Maneuvers 
associated with them, while others give characters access to 
manouvers they wouldn't normally be able to use 


unique Bacxcrounns aid Smee 


Unique Backgrounds are meant io be used in conjunction with a 
fighting style. This doesn't mean that the character has to be 
dependent an the ste, butshe wilneeditto supply ne basic moves. 

‘Some Unique Backgrounds cost additional freebie points, 
while others modify existing freebie point costs. These modi- 
fiers are meant to ensure that new players are not overpowered 
bby (ar don't overpower) the rest of the team They also reflect 
the fact that these people are fundamentally different, inside 
{and out, It is harder for a cyborg to advance socially than a 
normal fighter This makes up tor any intial combat advantage 
a cybernetically enhanced character nas 


‘Some of the Unique Backgrounds work in unusual manners 
orprovide combat bonuses, Itis advisable tocreate a Combat 
Card detailing the Backgrounds effects and keep it on the 
table in front of you during combat, That way you, your 
‘opponent and the Storyteller will not be confused by the 
sudden appearance of a strange bonus 


Unique BacwcRouNds OU OF 
Comsat 


(Ono of the most rewarding aspects of having a character with 
‘a Unique Background is the interaction between the character 
and other people or the environment. A Unique Background’ 
Impact on a character's everyday lite can lead to countless 
Interesting vignettes or inspire entire stories. For example, the 
Special Manewer Balance can be applied 10 many diferent 
‘orcumstances, such as lightrope waking or even dancing, 

Acting oul the part of your cyborg or maladjusted hybrid will 
open up whole new dimensions to your chronicle. Use ques- 
tions like the anes below tohelp youdetine now your character 
Interacts with the rest of the world, 

Does a cyborg have a builtin change compartment? 

Will an animal hybrid smell your hand wher you shake if? 

How does 2 water elemental wash his car? 

What does an animal hybrid think of fast food? 


Lions and tigers and bears — oh my! 

—Dorathy, “The Wizard of 02” 

No one really knows what lives in the wild areas of our 
planet. Strange stories occasionally fiter backto.civilization — 
tales of weird creatures stalking through the untamed wilder- 
ness For millennia, these stories have been myths and fitle 
more. Recently, however, a few of hese hal-man/half-animals 
have emerged from their laits to enter the civilized world, 
Rarely is such immigration successful, for most of these 
hybrids have ditficulty controlling their animal sides and just 
can't adapt to human society. Accordingly, they shun large 
cities, living on the outskirts of the wilds that spawned them, 

Few studies of these so-called animal hybrids have been 
conducted, and pure empirical evidence is both difficult and 
dangerous to garner. Nonetheless, @ couple of theories have 
been postulated to explain the origin of these aberrations. 

The first theory cites (admittedly sketchy) evidence that the 
hybrids have undergone a mutagenic transformation at the 
cellular level, This is presumed to be caused by an unknown 
virus that mutates the DNA code of its victim, rendering the 
victim extremely susceptible tocellular manipulation, Then, by 
sharing cellular information with another organism tor an 
‘extended period of time (via close contact or shared food), the 
victim's DNA is rewritten to correspond to the second 
‘organism's cellular pattern, This virus is presumed to survive 
only in isolated areas of the globe, hence the appearance of 
these animat hybrids, The origin ofthis virus is unknown, as are 
its methods of transmission 

Many people uninvolved in the scientific community adhere 
to a different theory, the tenets of which are as follows: The 
hybrids have been possessed by the spirit of the animal and 
imbued with aspects of that animal to serve some greater 
‘900d. Many people, witnessing the hybrids’ savagery, believe 
this mission to be one of vengeance. Others suppose that the 
natural order is reasserting its power over the world and that 
these creatures are ambassadors {tom the wilderness. Still 
others hold the opinion that nature is rebelling against the 
pollution and widescale environmental destruction wrought 
by modem sociaty 

Whatever the source of the hybrids’ condition, the fact of 
their existence is no longer in question, Human society's 
reaction to these newcomers has been widely variable but 
generally negative. A combination of the hybrids’ bestiality 
and society's intolerance has led the public to vilify animal 
hybrid @s savage monsters 

‘Animal hybrids are, in fact, prone to fits of violent rage it 
‘provoked. The rules of society stifle the animal within, and the 
complexity of modem living often baffles these near-savages. 
Frustration and incomprehension build up stress in these 
creatures, and violence is often the result. Police or soldiers 
ate frequently required to deal with these insane monsters. 
Most animal hybrids are either killed during a frenzied ram- 
page or driven back into the wildemess by the rigors of “polite 
society " A few, however, find a way to control their anger and 
remain in the human world. 

Many hybrids are attracted to the inherent violence of the 
Street Fighter circuit. Here they find a place where they can 
vent their anger and frustration. Here they find something they 
understand: the strong triumphing while the weak are cast 
down in defeat. Only in the arena can a hybrid let loose without 
breaking the weak humans around him. Unfortunately, @ 


hybrid may lose control ofthe animal aspect of his personality 
during combat. especially if he's losing, In such cases the 
fighter’s survival instincts kick into overdrive. A simple spar- 
ring match could become a fight to the death at any time: Inis 
not uncommon to see an animal hybrid fighter clambering 
about an arena, smeared with the blood of an opponent, once 
his animal side has taken over 

Ultimately @ hybrid leams to control the animal within him, 
{the cannot, he's usually driven out of the circuit, and sociely, 
by other Street Fighters. 

The most successful hybrid fighters are usually rigidly 
disciplined by their teachers, who punish their students for 
even the slightest breaches of etiquette. The Intense disci- 
pline of the martial arts allows the animal side to be controlled 
and harnessed without fear of going berserk during a match. 
Hybrids, more than any other fighters, require the steadying 
discipline of the martial ars to control their rages. 
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Players who choose to create animal hybrids trade social 
disadvantages for physical power and a permanent lust for 
battle, When creating an animal hybrid Stroct Fighter, the 
following rules are used: 


Amewgures 


The rigors of the wild and their genetic structure make 
animal hybrids stronger, faster and hardier than ordinary 
humans. However, they are also savage and uncouth. Their 
beginning statistics reflect this 

All animal hybrids begin with the following points for their 
Attributes: 


For example, Aileen is creating a cat hybrid character, She 
begins by determining her Atirbutes. She has nine dots 10 
divide among Strength, Dexterity and Stamina — with a 
natural maximum of 6 in any of them, She spends two dots on 
Strength, raising it to 3. She spends five dots on Dexterity, 
‘making it a whopping 6 (she wants her character to be really 
quick). Finally she puts her last two dots in Stamina, bringing 
ituptoa3. 


Agumes 


Animal hybrids have certain disadvantages with regard to 
Talents, Skis and Knowledges, A character is limited to one 
starting dot in the following Abilities: Streetwise, Subterfuge, 
Drive, Security and Computer. A character is limited to two 
starting dots in these additional Abilities: Interrogation, Arena 
‘and Investigation. When spending experience, the character 
must pay three times the current level of the Ability instead of 
the normal two. This retlects the cultural difficulties that all 
animal hybrids endure, 


ADWANTAces 


All beginning animal hybrids have two tree dots in the 
‘Animal Companion Background. Ian established character 
develops the Animal Hybrid Background, he does not gain the 
tree Animal Companion Background that starting animal hy- 
brids get. : 

Now animal hybrid characters also gain one free dot in the 
Athletics Technique, 


Hyerip Basic Maneuvers 


Not all men, women. and hybrids are created equal. De- 
pending upon the type of hybrid a character is, certain new 
Basic Maneuvers may be inherently available. The player and 
Storyteller must decide which Hybrid Basic Maneuvers are 
available {o the character, based upon that character's con- 
cept. Obviously, there's @ tradeof! when selecting these 
maneuvers. It a character has a Tail attack (and therefore a 
tail), he will have a much harder time blending in with society 
than he otherwise would, 

These new Maneuvers do not cast Power Points and are 
considered to be additional Basic Maneuvers (much like 
Forward Kick, Strong Punch, Block, etc.). The number of dots 
in the character's Animal Hybrid Background determines the 
number of additional Basic Maneuvers available to the char- 
acter. The Animal Hybrid Basic Maneuvers donot correspond 
to any of the six Basic Techniques (Punch, Kick, Block, Grab, 
Athletics or Focus). Thesenew Maneuvers utilize the character's 
‘Animal Hybrid Background dots in lieu of any Technique dots. 


The new Basic Maneuvers available to animal hybrids 
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Character: PUMMETTA 

Maneuver: CLaw ids may be able to use powers unique to the 
ded with, like flight or swimming. Gener 
eed tohave the Animal Hybrid Background 
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Hybrid Examples: 
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pair of arms adds one 1S Punch and Grab Techniaues 
enletios Techniques. A charactet ‘with extra limos 1s awa} 
Hybrid examples: Spider insect, Squid. Freak of NAtUe 


‘other 


\maginalive 
nave the last word OF 


ye considered a Bestia ‘hybrid, 


jer should 


as always, the Storytel 


to create their own animal pased abilities, Dut 


players are encouraged 
ese abilities. 


‘the effectiveness of th 


‘The hybnd cannot 
Flight. | use abilities such as Wall Climbing o 
7 


HE Anwar © The hybrid car 
: nnot use any Sj 
gant during conbat seh awe en ena 
sae 3 Sol ate ernie ate ain for animal character loses one ter 
g.eneck against ner curort sha her Hoh sp hue ake is inayat temporary neta Henao 
Shemusiscoatestone {hse se tans cont es one pean Hone or crops Belod 2arO are 
nd attack her opponen otherwise, she will jose i end of eachturn 
pets ihis berserk ‘renzy ar epee Eel pent. Te ates if she can peathtiis ‘may make anew Chi 
* While she has a ‘* Onthe second 
Combos. ok coPaal re fstanetniy nik blaing-. Peete fesodrpterropara ae te 
oThe ightor mudi anack ary (ot tneenction cantata Gad. asa ecend nl 
en are AT aie 
+ For the duration of th mercy. time the char 
fre: acter tak 
imal side. If she fails she joretain control 
will 90 berserk other 


mal hybr 
only incre 
felt by hybrids. In the ring ar 
ature. 


Jaq grew up in Miami, He wasn't as smart asthe other children in 
his school, and they teased him for it. But he was bigger and stronger 
than most of them — which he trequentiy reminded his classmates 
during recess. He was suspended often and eventually expelled 

Despairing, his parents decided to take the young boy on a trip to 
the Everglades National Park —to talk some sense into the kid, They 
figured that @ week away from the city would do Jaq some good. 

Disaster struck when they stumbled across a ferocious bull aliga- 
tor during a drive through the park, The gator attacked, demolishing 
the family’s car and stranding them in the marsh wilderness of the 
park. The gator chased the family deeper into the Everglades — 
making it impossible for them to wait by the road for help. 

‘Aweek of hel followed, asthe bloodthirsty gator stalked the family 
through the swamps. Eventually they made their way back 
to civilization — all except Jag, who had deen 
separated from his parents during the initial 
attack. An extensive search failed to locate 
the boy. Jaq was presumed dead. Horri- 
fied and shocked by the sudden and 
Tragic turn of events, Jaq's parents 
returned to Miami to put their shat- 
tered lives back together 

But Jag had not died — he had 
survived via his wits and natural 
affinity with animals. He had an 
instinctive rapport with wild crea- 
‘ures, which made them consider 
him a friend, All except the mad 
bul gator, wich pursued him for 
years, He grew up alone in the 
swamps, AS time passed and his 
mind became more bestia, he 
Slowly forgot about his troubled 
Ie in Miami, 

The changes in Jag’s char 
acter were echoed in the way his young body 
‘matured. Something in his body’s chemistry 
ted with the environment of the Ever: 
lads. He became more and more 
lke the alligator 
that pursued him, 
Perhaps the 
stress of the chase 
linked the youthto the 
beast hunting him and 
forced his body to adapt 
to the trials ofthe pursuit 
Eventually he became much 
like the alligator in form and func 
tion. His new form eminently suited his new world 
and the challenges it presented. He walked the 
Everglades confident nthe knowledge that he wa 
the trongost being there, man or animal, except one — the bull gator. 

In due time, the final confit between Jaq and his nemesis came. 
Ater years of chasing the boy, the mad gator finally cornered him. 
Bloadlust welled up within the beastas it threw itset at Jaq. Jaa fought 
the gator toa standstill and then snapped its neck 

Jaq had his vengeance, but ata horrible price. The bull gator had 
savaged the boy, tearing huge chunks of flesh from his body. It would 
only be a matter of time before Jaq followed his enemy into the ooze 

He would surely have died haditnotbeen forthe timely intervention 
ta young grad student from Georgia Tech. Amy Carter was conduct 


ing a thesis study in the Everglades when she heard the fight. She 
waded toward the sounds of combat and stumbled, quite literally 
‘upon the dying Jag. She bound his wounds and took him to her field 
station, where she cared for him for many weeks until he fully 
recovered, 

When he regained consciousness, Jaq was quite surprised to 
discover that not only was he still alive but he was locked in a small 
building. Amy, unaware that he was awake, was outside getting water 
to clean his bandages. She was also unaware of how he would reactto 
being in an enclosed space. After years of living in the swamps, the 
‘sudden confinement ofthe field station seemed like a cage to the boy, 
Fear gripped Jaq, and his animal side took over. He tore out ofthe field 
station and ran headfirst into a 
startled Amy. Amy's calm~ 
ing words fell on deat 
‘ears. Ina savage panic 

Jaq attacked her 

Luckily for Amy, 
she knew tow to take 
care of hersalt. She 
sidestepped Jaq and 
used his own momen- 
tumtopinhisarms behind 
his back. When lucidity returned, the boy 
found himself in an unbreakable ull nelson, 
He was astounded; he'd defeated a power- 
ful bull gator only to be bested by a young 

Girl, Amy talked quietly in his 
ear, convincing him that she 
‘meant no harm. Jaq, much 
calmer, promised 10 be- 
have, ‘ 

Jag came to ike Amy. He 
helped her with her research 
and caught food for the two of them. She, in return, taught 

him about the world outside the swamps and taught him 
some Native American Wrestling moves, Soon she 
‘inished her thesis and preparedto leave the swamp 

—and Jaq, Betore going, however, she put him in 

touch with the one individual she believed could 

help Jaqacclimateto the real world —Blanka. The 
two hit it off immediately — well, almost immedi- 

ately. (Blanka had to show the impulsive Jaq that he 
wasn’t a World Warrior — yet.) 

Blanka brought Jaq to a local Street Fighter tourna: 
‘ment and set him up. Victory followed victory aver the 
coming months, until Jagattained his present ranking. He stil 
‘writes to Amy and probably loves her, but Street Fighting has become 
his life and probably will be fora very long time, 

‘Appearance: Jaq is obviously not entiraly human, 
He has scaly green skin, a huge tall and a massive 
snout. His clothing consists of torn jeans and a 
leather vest. Jaq also likes to Wear a necklace made out of huge ivory 
teeth extracted from the jaws of his old enemy, the bull gator. 

Playing Jag: You are a kind soul and hold your friends in high 
regard, Unfortunately, only those who can match you ina fair fight are 
considered friends. To others, especially those wham you deem weak, 
you can be overbearing and occasionally vicious. Someone doesn't 
have to beat you ina fight to gain your respect. They just have to meet 
you head on, with courage and honor. 

Quote: ma what!? | don’t know what that is, pal—but I sure don't 
like your tone! 
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Cygennemtes 


Ihave yet to see anything thatis metal put up a fight befitting 
ofa true warrior There is no spirit in metal — only in flesh can 
the warrior focus his spirit. Only in flesh can one attain the 
highest of goals. 

— Ryu, lecturing his first cyborg opponent 

Recently, Street Fighter arenas have been invaded by a 
new breed of warriors — hall-human, half-machine beings 
known as cyborgs. Some managers and traditionalists feel 
that this violates the spirit of competition, Nonetheless. cy 
orgs have been allowed to compete in Street Fighter 
tournaments, albeit with reluctance. 

The creation af a cyborg is an incredible teat ot engineer 
ing, programming and surgery, unequaled by any other 
technological marvel in this decade. Human flesh, bone, 
muscle and nerve are gralted to mechanical implants 10 
produce a synthesis of man and machine. This technology's 
potential uses are manifold and wondrous. Limbs lost to 
accidents or paralysis can bereplaced: the optic nerves of the 
blind can be wired into mechanical lenses, restoring sight, 
brain diseases can be countered with cerebral mpiants. But 
ther lark side to cybertechnology. Too much metal, and 
the human disappears, replaced by an implacable kiling 
machine, 

Three years ago, the United States goverrenent created its 
first cybernetic warrior, codenamed Argent for its silvery 
exoskeleton, The Army was extremly proud itsengineering 
miracle, Argent was deployed to an isolated location in New 
Mexico for final evaluation. In field tests the unit proved 
Unstoppable, unbeatable — and. ultimately, uncontrollable. 

Perhaps a tiny logic circuit wont haywire; perhaps the 
sensory overload of computerized thought processes was too 
taxing to process; perhaps a machine programmed for war 
simply cannot “turn off.” In any case, Argent went amok The 
Unit escaped from the base and rampaged through the slate. 
The Amy was unable to contain the unit. Argent single- 
handedly destroyed two small towns, and it soon became 
evident that the cyborg’s rampage was taking it directly into 
Las Vegas. The situation was desperate. Then Argent met 
Balrog. 

Balrog reduced the cyborg to scrap metal in 8.029) 16 
seconds (according 10 the internal chronometer recovered 
{tom the defunct unit's remains). Las Vegas was saved, and 
Nevada's governor rewarded the boxer extravagantly for his 
service to the city. Nonetheless, most people realized what a 
close call the incident had been, The public cried out for a 
moratorium, forcing the Pentagon to halt all research into 
cybernetics, Or so people thought. 

CNN had broadcast the crisis in Las Vegas across the 
globe, Within a year every national and corporate superpower 
was researching cybertechnology. Much of the research was 
beneficial, producing more efficient artificial hearts or im- 
proved prostheses for accident victims. Other discoveries 
were less benevolent. Secret projects developed designs far 
more efficient, and lethal, than the Argent protalype. Re- 


searchers needed e way to test their products without running 
the risk of repeating the New Mexico crisis. They needed a 
rigorous proving ground that would allow them to examine the 
{ull potential of their wamors. They chose the Street Fighter 
circuit 

Now managers and tighters alike are being ofered cyber- 
netic enhancements. Mostindignantly etuse the offer:however, 
‘afew accept for one reason or another. Maybe the fighter has 
realized he doesn't have what it takes to be a cantender; 
maybe he’s been crippled in the ring; perhaps he simply feels, 
the advancing years dulling his retlexes, For whatever teason, 
afew accept the offer and allow their nameless benefactors to 
alter their bodies for the sake of victory in the arena, 

Today. cyborgs have appeared in nearly all important 
tournaments and are accepled as opponents — accepted but 
not respected. Few Street Fighters regard cyborgs a honor- 
able opponents, and they constantly show their contempt for 
these hall-human freaks. Most Street Fighters consider it 
detestable for a warrior to corrupt his body for the sake of 
victory. Honorin theringiseared — nol boughtin ahardware 
store, 

There are exceptions — cyborgs wha have demonstrated 
the strength of their convictions in and outside the arena 
These precious few have not sacrificed their humanity to the 
machine with which they have melded. 
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ween man and machine — It they go too far they 
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Each point in the Cybernetics Background also serves 
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Cybernetic 
they are and can only by heavy clothing. TI 
technology to create a convincing duplicate of human skin 
thus far eluded science 

Enhancing a Street Fighter Is a good way to add a 
of special pawers to an ott 
it the combatant in question doesn't mind b 
freak! 


Another option is the adaltion of animal-like implants. You 
add wings, jaws or a tail to your character. Fighters such 
imal hybrid maneuvers in combat. 


Paco “THe tcepioy” Juarez 


Paco grew up on the docks of Chicago, where his father worked as 
a longshoreman, His family had immigrated fram Spain when he was 
‘quite young, and had settled down in a pleasant litle neighborhood 
composed at other Spanish immigrant families. t seemed as if the 
New World would be goad to Paco's family 

‘As Paco grew up, he found that his size and brutality made it 
‘easy to take What he Wanted from the other kids. Fear 
became his business and terror his calling card, He 
ruled his old neighborhood, and everyone paid 
him for protection. His parents could do nothing 
to stop him 

Life was good for Paco, and soon he began 
moving into other areas of town — including 
territory controlid by the Chicago Mafia, One night, 
three Mafiosi stopped Paco, who was now known as 
“The Icepick,” and told him to go back to where he 
‘came from. Paco gave them his reply — with his 
fists, 

Paco thought that would be the end of it. He didn't 
realize whom he was dealing with. Three days 
later frebomb incinerated his home, ill 
ing his parents, Paco survived and went 
‘out seeking revenge. The Mafia, antici- 
pating such a turn of events, had 
retained a Street Fighter named Bruno 
Vespeci. The Icepick. though fast 
and skilled, was no match for a 
trained Street Fighter, especially 
‘oneas vicious Vespechi. Juarez 
was broken like a rag doll and 
thrown into the streets of “his” 
neighborhood to die. 

IRwould have ended there were 
itnotfor the kindness fora stranger, 
wo saw the mob dump the uncon- 
scious Juarez. The man took the youth 
back o hisapartment and cared tor him 
during the many months it took for 
Paco to recover, During this time, 
Paco shared his story and his thitst 
for vengeance with his benefactor. 
The man sympathized and olfered to 
teach him Western Kickboxing at his 
school. Paco, who had just been rudely 
Introduced to the effectiveness of a trained 
fighter, gratefully accepted. 

Months passed and Paco's health improved, as 
did his Kickboxing skills. As his skils increased, 
0 did hs thirst for vengeance Finally, Paco 
considered himself ready to vindicate his 
parents’ deaths by challenging Bruno 
Vespechitoa Street Fighting match, Bruno 
was amused by the young pup’s guts and accepted. 

“The Icepickwas backand in great form. Bruno wasso surprised 
by Paco's new skills that he lost the first round without laying 3 hand 
on the youth. The crowd jeered Bruno and laughed at his pathetic 
performance. No one laughed at Bruno and got away with it 

‘The second round was completely different. Bruno knew what to 
expect naw. At frst he round appeared to be a draw, but then Bruno 


landed a powerful uppercut that stunned the young fighter. Not 
content merely to win the match, Bruno put ona pair of brass knuckles 
he kept in his jacket and began working over the Icepick. When Bruno 
finished, Paco was again in need of medical help, this time more than 
his friend could provide. His arms and 
legs had been shattered. 

The staff ofthe Chicago Hospital 
4id their best, but the damage was 
justtoo great, Pacocould barely walk, 
let alone fight. For the next few 
months, Paco sat and brooded in his 
squalid apartment 

One day a well-dressed man vis- 
ited Juarez at his home. The man 
explained that if Paco agreed to help 
fiel-test new cybernetic equipment for 
the man and his company, he would 

help Paco regain his mobility. Paco agreed 
and was taken to a secret laboratory, where 
his first set of cybernetic arms and legs was 
installed. 

Since then Paco has installed various types, 
of enhancements and is constantly improving 
his training as well, He isa relative newcomer to 
Street Fighting and has yet to meet Vespechi in 
the ring again, but is looking forward to thelr 

inevitable reunion, The loepick has litle concern 
for anything except revenge, not only on Bruno but 
on his Mafia masters as well 
‘Appearance: The loepick is @ large man made 
‘even larger by his obviously mechanical arms, His 
legs look normal unless one is quite clase to Paco. 
The arms are another matter entirely: they appear 
almost as wide as Paco is tall. Chrome tubes snake 
through their heavy steel framework, and weirdattach- 
‘ments dot the cybernetics 
Paco has given up trying to disguise his atiicial limbs and 
usually wears a tattered denim vest that emphasizes his, 
augmentations 
Playing the Icepick: You are obsessed with vengeance and will 
let nothing come between you and Vespechi. In the ring you 
consider an opponent simply anather way to polish your skils 
before you finally meet Bruna Vespechi again. Your me- 
‘chanical arms and legs make it hard for you to get close 
toanyone emotionally; most people are frightened by 
your appearance. 

Other Street Fighters have grudgingly come to 
respect your skills in the ring but are stil wary of 
you. That's okay; you really don’t have time to 
socialize. You're on amission of revenge. When 
ever the opportunity arises you like to stalk Mafia 
solders and disrupt their operations. This has 
made you 2 lot of powerful enemies, but you 

rarely slow down long enough to take natice 
‘Quote: Hey! I thought told you to leave here, You're not going to 
like what happens if have to walk across this room and throw you out 
myself 


= PACO THE ICEPICK’ Juarez Style: WESTERN KICKBOXING Team: NONE 

School: STREETS OF CHICAGO Concept: CYBORG 

Stable: None (Ex-CLIENT OF Signature: SMILES AND YELLS, 
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ELeMeNTALS 


Weapons are the instruments of misfortune and should be 
resorted to only when unavoidable. 

—Sun Tzu, The Art of War 

No one knows what causes certain people to exhibit el- 
‘emental powers. Perhaps a quirk in their genetic structure 
gives these so-called elementals thei freakish command over 
the elements of earth, air, water and fire. Ormaybe elementals’ 
ablities stom from psychic or even magical sources. The 
nature of elementals’ powers has baffled even the most 
brilliant scientists, 

Elementals have a firm connection with the planet. They 
also tend to specialize in only one element. Their tempera- 
ments often mirror their chosen elements. A fire elemental is 
hotheaded and volatile, while an earth elemental is slow to 
anger and steadfast in its convictions. Water elementals are 
{ree thinkers and persistent, and air elementals are wander- 
ets, Apparently an elemental’s mindset is a major factor in 
dotermining which element she can manipulate. 


Ecementaes aun tue Eneny 


‘Many olomentals are drawn to environmental causes Some 
elementals are maddened by their powers and view them- 
selvesas gods, These few individuals are extremely dangerous 
‘but, luckily, are usually no more powerful than any other Street 
Fightors, despite their delusions, 
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When creating an elemental, the player generates the 
character per normal rules. The usual point costs for At- 
tributes, Abilities, etc. apply. Tobecome an Elemental, however, 
the character must purchase points in the Elemental Back- 
(ground. She must also specify the element (air, earth, fire, 
water) with which she has an affinity, 

Elemental Special Maneuvers have the Elemental Back- 
grounds an adsitional prerequisite. The dots in the Elemental 
Background prerequisite must be met along with any other 
prerequisites before the character can purchase a specific 
Elemental Special Maneuver. 

An existing character may become an elemental al any 
time, provided he invests enough experience in the Elemental 


Background, 
Sonn Bonuses 


Elementals are unusually resistant to their own element, yet 
vulnerable to thelr opposed element, Because of this, 
Elementals have inherent Soak modifiers to certain types of 
damage. These modifiers are as follows: 

Fire 

+1 to Soak verses tire-based attacks, 

=1 to Soak versus water-based attacks, 

Water 

+110 Soak versus water-based attacks, 

1 to Soak versus earth-based attacks, 

Air 

+1 to Soak versus air-based attacks and any Aerial Maneuver. 

~1 to Soak versus fire-basod attacks. 

Earth 

+1 10 Soak versus earth-based attacks and any maneuver 
that tesulls in a Knockdown, 

~1 to Soak versus air-based attacks 


Evemennats ayp Ficuting Sites 


Elemental powers are supernatural in origin and very pow= 
erful. A fire elemental is easily the match of any normal warrior, 
‘but is often outclassed by a Street Fighter. Raw power and 
conviction can never equal efficient training, Elementals can 
study any style of martial arts, but tend to base their choice 
upon the type of elemental energy with which they areimbued. 


Sarpuitee 


Sapphire Fulton was born and raised in Ai 
along with ner twin brother. Aaron. Her family was atfient and 
spoiled Sapphire rotten. Her father baught ner and her brother 
into the best private college in the state, College, however, 
proved quite a shock to her. She was accustomed to getting 
her way and suddenly found herselt in an environment where 
that wasn't always possible. 

Anger and frustration built up inside of Sapphire, resulting 
ina literal explosion —a spontaneous blast of psychokinetic 
flame, Hours later, Sapphire was standing outside her dorm 
along with the other students while the fire department worked 
to contain the blaze she had unwitiingly started. Not surpris- 
ingly, Sapphire told no one what had happened in her room 
that day, Eventually, she rationalized the explosion as a break 
ina gas line. Life werit on as normal. However. she learned to 
keep her temper under control, or at least to be alone when it 
went off 


SPECIAL MANEUVERS 


Ale 
‘Air Blast (3 p's) 
Eiomental Skin (5 Pt.) 
Elemental Stide (4 Pts) 
Flight (2 pts.) 
Heal (4 pis.) 
Lightness (3 PIS.) 
‘Sense Element (1 PL) Sapphire retused to think about her powers again —untilone 
Push (4 pts) fatetul day n the spring of her junior year. As she walked across 
vacuo (3 688) the c x brother, she noticed a van slowly driving 
behind them. Upon being spotted, the van accelerated toward 
thom. Itscreechedto ahalt and severaimen in jumpsuits climbed 
‘ut Sapphire called for help, butthe nearby studentsreacted too 
siowy. The men grabbed Sapphire and Aaron and began 
dragging them toward the van. Before Sapphire even knew what 
Elemental Stride (4 PIS ) was happening, the man holding her was on fire and she was 
Envelop (3 p18) sprinting across the campus, her brother's desperate cries for 
Heat (4 pts) help echoing in the distance. 
Pool (2 pts.) Ithas been three years since that fateful day, and Shadoloo 
gence Element (1 PL) has made several more altempis to abduct her. Her parents. 
disappeared shonty after her brother was kidnapped, Sapphire 
has since sought refuge with her Uncle Bob in New York. He 
taughither the ways of Karate so she could better defend herselt 
5 Recently, she has heard stories about a man on the Street 
Elemental Stride (4 E Fighter circut named Vortex, Although she has never seen 
Elemental Skin (8 pts. him, his description matches that ot Aaron's, She has recently 
Heal (4 PIS) joined a New York Street Fighting stable and hopes the circuit 
jeatwave (3 Dts: will eventually lead her to her brother 
pa Element (1 PE) aoe Appearance: Sapphire is of medium height. with short, 
Spontaneous Compustion spiky red hair. She dresses in jeans and tank tops, unless in 
Earth the ring, There she wears a one-piece leotard undemeath a 
sal Skin (5 PIS) ripped-up leather jacket. Although she is prone to mood 
Blomerta ide (008) her eyes usually blaze with intensity 
Elemental Playing Sapphire: Tho spoiled oj! within you has had to 
Heal (4 pts) grow up quickly. You never did finish college, having fled to 
BRS any New York City shortly after your brother and parents disap: 
sense Element (1 P peared. Youare somewhat reserved and prefer solitude to the 
stone (2 BIS.) “pany ol others. Youare still short-tempered; however, you 


Fire 
Fire Sirko (3 pts.) 
Flaming Fist (2 P18.) 


wall (2 ets.) try to control yourseif as best you can 
Weight (3 PIS.) Quote: Oh, gid | make you mad? You don't know the frst 
thing about being mad 
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RESOURCES Lents SENSE ELEMENT 
rab POWER UPPERCUT 
Athletics 


FLYING KNEE THRUST 
Focus 


Qg000000000 ‘Combos: BLOCK - STRONG PUNCH _ 
(W/FLAMING FIST) - THROW (DIZZY) 
Wittrower FIRE STRIKE - FLYING 


T KICK - TO FIERCE 
PUNCH (WIFLAMING FIST) (Dizzy) 


Experience 
Standing 
Wins__20 

Draws_!___ 


Chapter 4: 


MANAGERS Manager ta thant ourrony act ber neha 


‘d be without 


A fighter doesn't need a manager, but then they probably 
ing paperwork, court appearances and taxes, 


| honestly don't know whe 
certain I'd sb 
organized or as markotab) 


y manager 
jouldn’t be nearly a5 enjoy 


be great, of course, bu 


Fel Long. televised live on Good Morning Hong Kong 


Wenepers are en Iniegral pet ofthe Sireet Fighter wri Creanng A Manager Cuarncrer 


Without a manager, @ fighter can expect endless schedulin 
headaches that will detract from her training time. A good 


is character is usually played by the Storyteller, but can 


her 


manager can make all the litte dtals flow lear 
ike Stromt Pightar Wee td Goncantrate bn ther xefigh ae ,0 played by one of the players. There are a few differences in 
ers. come a tspee and sizes, and rio twe have th same the character creation which make this type of character less 
Traceging eye. Each nn: talc a the physically powerful than Street Fighters. However, itis usually 


the manager who can negotiate with tournament directors, 
btain exit visas and do lunch with the rich and powerful 
When creating the character, you should adjust the charac: 
lows: 
* Abilities preterrad by this character are Manage, Bookie, 
ie Lore, Insight, Medicine, Streetwise and Subter- 


Fighters they manage, some are incredible, and some are 


A manager can have any number of sil 


sions, such as Trainer, Accountant o «creation points 
sume of the best managers are strictly t 
nothing else. These managers are administrative and put 


relations specialists. They don't know 


lighter, put they do make a good fighter successful 
managers are specialists in thair profession and wil 
ever, leave their alfices. They don't work well in the field 
prefer to leave the business of the ring to professional 


Bul when it ti 
aciministrative need: 
nother br 
applies the hat 


ooking fights and taking care of 
their fighters. they are right at home. 0 4 

jer on the circuit, one that —_® Reduce the number of dots allotted to Special Maneuvers 
ach lo the Street Fightin 


appr 
involve themselves in eve 
from tood ¢ 
pract ‘ompanying thema 
to match, Mana ich as these ar 
Fighters, who have quit the 
fen though th 


* Manager characters can still purchase additional Tech- 
ques and Special Maneuvers with Freebie Points. 

waracters are not usually interested in any fighting 
style but may have picked up some moves from the streets or 
They can only purchase moves which can be 


compatition, OF 


Use tHe Mompcer SKILLS. 


tournament, 
it lasts, the grand p 

Being adept at St 
Contacts Background 
about the Tournamen 
the hosts. or what 


Unf 
manager, ¢ 
most count 
ager must atten place 
the tournament. Manage 


$80,000 
$140,000 


iches during a tournament to increase their profit marg 
sionally, unscrupulous manager will bet against 
ints, Such managers do not last k 
is revealed, 


ry amount won, You'll notice 
re are negative values associated with the bets, Noone 
gambling was sale, Only experienced gamblers 
1g on fights for a living. A botch result will 
mn amount Io is 


jaracters may alsc 
Its poor form for fighters to bet for 
their team during a match. A Fig 
lo 


ake into account the size of the 
ting is taking place itis very small, 
or lose more than a few grand, i 
bets doesn't have to be about 
bet on nearly any other commodity 
nting is usually on the:black market, 80 
uations like these could become excel 
for the characters, 


one lenporary Honor Re 
ult in the loss of ter 


ary Hi 


To simulate the profits from side bets, roll the Char 
Bookie Skill + Wits. The number of 
much maney the rianiager makes or 


mony won Is listed in the followin 
aoter could actually pick and po 
judgment leaving the luck up to the combat thal 


\heir 
actually occurs at the tournament 


kie loses too much money, he 
ving enough cash to send the characters 


Manage 


There is a lot of work involved with managing a team. and 
the expenses can really add up, Most of the money won by a 
team at tournaments is funneled back into the overhead of the 
Stable. Of course, creative bookkeeping and good managing 
skills can reduce the overhead and allow more of the money 
lo be kept by the team itself 

Atthe Storyteller’s option, the manager can make an Intel- 
ligonce + Manage roll at the beginning of each month to see 
how the manager ishandiing the team's mundane affairs. the 
team was successful in ther tournament bouts the previous 
month, then the manager can gain one additional die for every 
bout won. However, the manager also loses one die for every 
bout ost. The more successes gained on the roll, the higher 
the team’s standard of living. 

ifthe team is stuck in fosing streak, a manager can make 
a Manipulation + Manage roll. The number of successes 
needed to keep the team afloat are equal to the number of 
members in the team, Failure or oo few successes means that 
the team is running out of money. They will need to draw from 
their own resources and had better start winning matches 
soon 

Of course, Storytellers should feel free to skip these rolls 
entirely, It It interteros with their story at all. Likewise, the 
Storyteller can just decide haw well the team is doing based 
Upon the manager's actions and decisions. Or Fate could play 
a hand and the team could fall into tough times in spite of their 
manager's best efforts 


Preparing FOR A FIGHT 


‘An inexperienced or poor manager will simply book and 
ship his team off to a tournament with little or no preparation. 
A good one will use all their skills and resources to prepare his 
team for the upcoming match well ahead of time. 

To do this, he will use resources that go above and beyond 
his Manage Ability to ready the team. Streetwise, Style Lore, 
Contacts and Investigation can all provide valuable intorma- 
tion. If successful, a manager can find out what other teams 
will be attending, He can also press more and learn details 
about the Street Fighters who belong to the other teams, ithe 
is particularly successful, he can learn public (and sometimes 
private) details about the opposing Street Fighters. Once he 
leams as much as he can, hell pass it all on to his team, 
Particularly resourceful managers will go so far as to prepare 
situations andl circumstances that mimica particular opponent's 
Special Maneuvers, 

Good managers will also keep an eye on the maneuverings 
of other managers. It is easy for a novice team with a poor 
manager to be matched against an experienced graup of 
ruthless fighters. An experienced manager will spot these 
uneven matches and avoid them. The importance of a good 
manager should not be neglected by a new team. He is well 
worth the price. A new team might not make any money with 
manager, but hey definitely won't make any without one and: 
will probably end up in the hospital every other fight. A good 
‘manager is as necessary to a Street Fighter as a good Block 
Technique. Both will protect their interests. 


Stare 


It's a good job, isn't i? Type something, will ya? We're 
paying for this stuft! 

—Bill Murray, “Ghostbusters” 

Like most athletes, Street Fighters are only as goodas their 
support nelwork. The making of a champion is a team effort. 
When the athlete or Street Fighter wins, itis not only a victory 
forher but also a victory for those who helped to get her there. 

A statt is the individual or individuals who work with the 
Street Fighter toeither hone her abilities or to take care of some 
‘ther aspect of the Street Fighter's ife. Staff members come 
from all walks ot lite and can be friends and family of the Street 
Fighter or simply professionals hired to doa specific job, This 
section takes.a look at the many different types of staff a Street 
Fighter can have and what they can do for him in and outof the 
ring 


Teacters 


Thereare four basic ypesot stat! who can be involvedinthe 
ongoing training of a streot fighter. These are Trainers, Men- 
tors, Tulors and Instructors, 

Each has a particular area of expertise and can help a 
Fighter increase a particular Attribute or Ability by decreasing 
the amount of experience necessary 1a improve, They do this 
through custom physical training programs and advanced 
instruction techniques. 

Trainers 

Trainers specialize in keeping their client in top physical 
condition. A personal trainer oversees many aspects of a 
sireet fighter’ ile, From dietary and sleep habits to personal 
workout regimes, a personal trainer does it all 

‘Apersonal trainer lowers the cost of improving a character's 
Physical Attributes (Strength, Dexterity and Stamina), 

Mentors 

‘Also known as etiquette specialists. Mentors are often 
some of the most overlooked on a Street Fighter's staf roster. 
Although their value may seem understated, Street Fighters 
from nearly all walks ot lite find new doors opened for them 
through the cultivation of good social graces. More than one 
Street Fighler has gone on to become a movie or fashion star 
‘as a result of their personal fame coupled with a mentor's 
‘guidance. 

‘A mentor lowers the cost of improving Social Attributes 
(Charisma, Manipulation and Appearance) 

Tutors 

Tutors help their students to expand their thought pro- 
cesses. A good tutor uses a variety of methods to improve the 
student's memory skills, her awareness of the world around 
her and her ability to react to new and unexpected circum- 
stances. Although many street fighters failto see the benefit of 
this type of staff member, those who do invariably have the 
upper hand when forced 10 think their way out of a tricky 
situation 

‘A tutor lowers the cost of improving a character's Mental 
‘Attioutes (Perception, intelligence and Wits). 

Instructors 

Instructors come in all shapes and sizes. They can teach 
‘anything from auto repair to first aid to bungee jumping. A 
‘900d source of instructors is essential for any character who 
someday dreams of outgrowing the fighting arena, An instruc- 


tor may teach any Ability she is familiar with. However, ai 
instructor can never raise a student's level of ability abov 


structor lowers the cost of learning 
(Talents, Skillsand Knowledges) and improvin 
Instead of gaining a single Instructor wh 

type of staff, the character can opt 
Instructors (this could be college fai 
anything in between), Whil 
jolved with a character like a single instruct 
low the character a broader base of Abilities 
‘The player and Storyteller should decide in advance what 
of group this is and what types of Abilities the charact 


will never be personally 


learn from them. 


LEARNING FROM EXPERIENCE 
Fighter sore for ths Talent) be able to impart any ofthe 
knowledge ta pupil. The Abily can be applied to any of he 
applicable areas which they specialize in (ie., @ personal 
rating in any area. This sort of intense knowledge can o 
learned by oneselt 


n). A te 


sult in 


Teaching doesn't always 

teacher must roll her Intelligence + 
umber of successes equal o the current level of the Attrib 

at the character is improving. it the 

nough successes, the character mi 

experience cost. However. if the teacher does roll the nece 


sary number of successes then the character's ¢ 


costs are as follows: current rating x3 for Attributes and curre 
rating x1 for Abilities. 


RING DOCTORS 


m, not a bricklayer 


I'ma doctor, 
DeForrest Kelly, “Star Trek 
A ring doctor is able to heal aggravated das 
rounds or at least temporarily. By applying 
anesthetics, the doctor may allow the fighte 
effects of aggravated damage until the match 
doctoris.a highly specialized type of doctor who.use 
ina very specific way. They are trained to patch up at 
in the few minutes (3-10) which the 
ween rounds. Their medical training 
the training that most characters have 


are allowed to # 
quite different tron 
6 10, 


ring doctor rolls their Wits + Medicine Ability. For 
ss rolled, one aggravated damage box will be te 
removed from the character. This is only lasts until the 
yravated damage 


added to the rest when the 
i heal as normal whether itis treated by a ring de 
A character should be careful though; itis possib! 
seriously injured in this way. 
Any doctor may heal one aggravated damage b 
character. This healing isin addition to any b 
regular manner, however only one bi 9 
may be healed by a doctor per week, While mode 
Is often seen as the ultimate solution to any medical pr 
the fact is, only time can heal most wounds, unless yc 
n trained in the 


Omer SEF 


Astreetfighter's staff need not be limited to those 
help a character in the ring. A heipltul staff can as: 
character in everyday life as well, Many of the 
beneficial effects might not be as noticeable as a trainer who 
can lowera character's experience costs. Nevertheless, th 
roles can make a Chronicle fun and interesting and in the long 
run can be worth their weight in gold. A personal trainer might 
Nt risk her life to smuggle a character his lock pick set wh 
he's being held in some foreign jail cell, but his butler might! 

The following is.a list of other staff members a street fighter 
couldhave, This listis by nomeans all inclusive —players and 
Storytellers alike should feel free to add their own unique Statt 
as they see fit. 


jes that 
st th 
3. professions’ 


yerson who opens doors al your 
request. He organizes your household and ensures that your 
home (mansion or otherwise) is in good repair. He also takes 
care of your everyday needs, like repairing your clothes and 
laying them out for you, keeping track of your personal 
engagements and reminding you of appointments, He wil 
also accompany you on your travels at your request 


PrronocenpHer 


How alse will you get those 8 X10 action glossies to give to 
those special admirers? They can also be very helpful when 
you need to develop sensitive pictures ot secret Shadoloo 
operations, 


Fasutow Consuctant 


Do you really think that your combat gear is apprapriate far 
2 with the Queen of England? What about a business 
19 oF a night on the town? Image is everything to these 
people, and a fashion consultant will make sure you look your 
best in every situation, 


Booyquard 


Okay, you can handle yourself in the ring, but can you deal 
with mobs of trantic fans? A Whirlwind Kick could clear a path 
from the cab to your hotel, but itcould also end up in a lawsult 
These bruisers are trainedto skillully and diplomatically move 
crowds out of your way. They also watch your back inthe real 
world. 


Cunurfeur 


You've got better things to do than drive, Thes® retainers 
are expert drivers, trained not only to make your ride as 
smooth as humanly possible, but they're also skilled rally 
oriv 1d a lift to a dinner party or a high speed chase 
ough the back streets of an untamiliar city? Then you need 


Puor 


Across the Atlantic or a hot fire zone, these jet jockeys can 
doit. It you can buy, rent or borrow an aircratt, these guys can 
fly itfor you. A pilot might seem like an obscure type of staff 
member, but the real movers and shakers tly in style. Besides, 
who else Is going 0 air-lift you out of the steamy Mriganka 
jungles when things got out of hand? 


Man 


Tired alter a grueling night of being pummeled by another 

unknown Street Fighter? Let the maid draw your bath and turn 

down your bed for you. Just because you're a rough-and- 

ready fighter doesn’t mean you can't enjoy some pampering 
1ow and then, 


There are plenty of other staff which would be willing to work 
all you have to decide is what you want or need. A 
Investigator, Lawyer, Scientist, Accountant, Personal 
Secretary, PR Man (or Woman) or Go-ter are all good choices, 
there are dozens of others you might like to use. The 
choice is up to you. The people who surround and support 
your character make a statement about who that character is 
‘and what she values. What is your staternent?” 


Teas 


You think you have a chance ot beating me? You'd better 
bring the rest ot your friends. You'l still lose, but you might not 
‘end up in the haspitalif/have to knock out five upstarts instead 

Sagat, intimidating an overconfident Street Fighter 

Teams are a very important part of the Street Fighter circuit 
Most tournaments are made up of team events with a couple 
high- profile single combat matches, Fighters who are just 
ing Out on their careers will often choose to join a team 
because fight promoters and managers realize that unknown 
fighters have little crowd-drawing potential. For a manager to 


make any sort of profit olf of novice Street Fighters, they have 
to book spectacul: hes. 


While beginning fighters are not popular with spectators, 
teams are, Perhaps this is the very thing that made 
Circuses of ancient ome so popular, In any case, manages 
prefer tob 


k teams of new fighters over unkni 
New fighters are usually quite rec 
that th 
gether 
fighting style. 
Teams of 


yn individuals 


a team if they share a particular 


live together in a communal arrangem 
use the lighting circulttakes fightorson the road formuch 


i time, they tend not to have permanent residences 
they do, they will often have a small he 


e the team will 
live communally. This is not always the case, but the vast 


majority of teams do live together, Managers promote thistype 
of ving arrangement as it cements the solidarity of the gro 
In the road, teams will frequently renta single 
‘of a hotel in whatever city thoir next 

Not all teams have a man 
member of the team who deals with 


up. 
uite or the floor 


itch isin 


o 


here is always one 


‘ot conduct that 


atmost allteams lve Ys ? 
«Team members Ty required, ObviOUSIY 
has been fount ris kicked out, this fue 


the team until 


replper eaves on Bad 
mermavagr out WREOW, 
*gnntraolng atone at 


ow ‘ome tothe aid 


onsible 
member, iS FeSPO 
panaging ing the 
‘e The manager, OF ipenses. collecting 
The manage’ Hortation, expenses. CONAN 
{or all b0okINg ingthe winning 


al rourse andtor cist 
08 Tearn Rules) 
Neona Tear FUIS) 
‘e Ali members MUST koeP © a a 
cc aretmenbeTs TEN eng 
ae bor who snorpUNNGNS ere being 
earths to provers 
wine von wo mains 2 
ws Som he team ros 


They can otf 


pination Att 


tively Dizzy 


.ck can be a truly horrifying ti 
ven the toughest opponents in a 
single turn, A Tear Combo is, in essence, several or all of the 
team members practicing a series of well-placed attacks in 


precise order over and over again until they could do the 
thelr sled, 


ing skills ata level 


ct, 


oer, will deterrn 
jibe deter 


er, or managi 
The manager, OF marry not, Ths 
ye ad its members 


Buvng Teaw Comgos 


Yeamiset 
vwnather tears ’ 
whether B fing of the team and 
the rank 


Bo a or more members of a team can decide to buy a 
‘standing may be sufficient gf Combo together. There are two types of Team Combos: 
e : Instant Combos and Extended Combos, Instant Combos take 
0 ,sually appear in one fF place with 
9 encuctwih usualy appear ons, Vp 


's contract whe 


or another i 
manager of join 
ag the actual Str 


hin a single turn, with all characters striking a single 
ponent simultaneously. Extended Combos are far more 


malty. | insidious, as this type of Combo occurs over several Tums 


contract is [us 
asiable. The contract roctiiwih 
pring creuitisivegal toed 


with each member of a team placing their blows, one after 
another. A fighter might not even realize he's being Combo'd 
intl i's too late. When a team decides to purchase a Team 
Combination Attack, they must decide which type of combina 
tion attack they are purchasing. Each team member then 
s one Maneuver and spends one Power point, That 
recognize he value of working MANeWer is now past of @ Team Combo. 
nembers of these teams don'tjust __ Instant Combos — Th 
other They coordinate their m 
effectiveness as a 
m can make 
10m brawlers. A team 


Teanwore 


Many teams have come 
together in the arena, The 
fight boside eac 
increase their 
une fl 

bar 


characters simultaneously at- 
Each character must do th 
me speed, which n 


ack a single 


init. Many tim 
opponer 
begin 
ways, The first is to communicate more in ti 
tain that no one is step 
ond way is Team Combos. 


ir Maneuver on 
eans that the faster team members 
slowest one goes, All members of the 
inked ‘are part of this combo simultaneously attack their 
Gand make chosen target. All damage done to the target is cumulative for 


te. It is important tt 


k when th 


purpo determining @ Dizzy 
© maneuvers nol contradict one another. A Electro Shock or a 
Suplex would not be a good maneuver to play as part of a 
Team Combo. Attacks which atfect more than one hex would 


Likewise a 


undoubtedly affect your teammates as wel 
attack that leaves your target on the ground, and thus out 
striking range, is also bad fo work. In the end, the 
Storyteller is the final arbitrator of which Manes 
together and which don't 

Extended Combos — These ty 
(on an opponent. When purchasing 
players must decide in which order their char: 
Those strikes are then done one after another on a Turn by 
Turn basis: f any of these sirikes miss or do no damage, then 
the chain is broken, and the Combo must begin anew. How 
ever, if at any time during the Cambo the target has tak 
cumulative volume of damage which exceeds her Stamina, 
sho is Dizzied. In order far this type of Combo fo be eff 
the target cannot take damage fram any source other that 
character that is supposed to be attacking him dunng any 
given round 

For example, Alex Stone, Mookie and Dingo want to 
Extended Combo on Sagat. They must be dreaming 
think they ve gota chance at beating him, but they re: 
x is first, and he hits Sagat 

of dam. 


-s of Combos snea! 
ne Combo 
ters will strike 


er 


During the first turn, Sagat also attacks and Dizzies Dingo. | 
the second turn, Stone distracts Sagat by blocking Sagat's 
Tiger Knee with his face. Meanwhile Mookie catches Sagat 
from the side with his Double-Dread Kick doing one Heal 
level with the first kick and a whoppin. the second 
Dingo spends the turn recovering from 

turn, Sagat sends Mookie crash 
Sweep, and Ding 
Double-Hitknee, F 
second, bringing Sagat 


found with a 
eps in with his 


Health levelas does his 


wager, although the manager 


ther businesses which he runs in addition to 
y case, the manager of the Stable is responsible for 
ductand management ol the teams and individuals within 


for the m 


f particularly large Stable 
vently based oul ofone particula city, where a training facilty 
fed. The manager also lives in this area, usually 

ress tothe Stable's 
anager, alt ms which are more 
cr higher in the standings usually have precedence, 


anager usually has a standard, thoug!t informal, 
which al s 1 must ign to join the 
This contract duties of the fighter to the 
Some particularly kind: 


‘eam of individual becomes well-known, they w 


roached by a manager for admission into a 
ely, a fighter may seek out a manager to join 

their Stable. Most good tea’ /e manager and are part of 
a Stable. It makes their life so much easier and gives them 
me to practice their arts, A Stable isn't essential tc 

success on the Street Fighting circuit, but it certainly helps, 
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Name: SAMSON PROWSE 


Concept: MANAGER 


Stable: EXCALIBUR PRODUCTIONS 


O00 «Charisma 


2 


Manipulation @@000 Intelligence @@@@0 Glory + 


@00O Appearance 


@0080 Wits 


Rank__sowe 


Other Traits 


comevrer e00 
IWESTIeATON @@@OO 
mevers _ @@000 


INTERROGATION 


INTIMATION 

Inset MYSTERIES 
STE LORE: 
MANAGE 


‘SECURITY 
PUBLICIST 


Manuevers and Powers 
Move 

Punch: Jab 

Strong 

Fierce 

Kick: Short 

Forward 

Roundhouse 


Grab 
(25000 


At the age of 18, Samson Prowse was the manager of the 
British International Cricket Team for his academy. It was here 
that he first got a taste of the world of professional sports. He 
decided that this was the career for him and put all his efforts 
Into becoming @ world- class manager. His parents were 
proud of his drive and supported him completely 

After attending a private academy, Samson accepted a 
scholarship to the Yale School of Business, Four years later ho 
burst upon the business world, ready for anything. Anything 
except unemployment, that is. Samson found that most pro: 
fessional sports teams weren't hing managers at the time. 
and those that were wanted someone with more experience 
than Sarngon had. He wasn't discouraged — afer all, he was 
a Yalo man, He should be able to do anything, shouldn't he? 

It didn't take him long to find something, He'd heard of the 
Streot Fighting circuit and had even attended a couple of 
matches. Itwas a rough and bloody spart, completely undis. 
Ciplined and brutal. Itwas also quite lucrative! Samson signed 
up a couple of good fighters and began Excaliber Produc- 
tions 

Since that time, the Excaliber Stable has grown, and the 
firm's business interests have become very profitable, Prowse 
ow owns an extensive and diverse stock porttolio. He is very 
well-knawn on the circuit and is reputed to be an honorable 
man, even itsome of his fighters. ike Excessive Force, are not 

Appearance: Samson is a small man with boyish fea 
tures, which he Is a lille eribarrassed about. He is younger 
than most managers of his caliber. being only 22 and looking 
only 18. He's always immaculately dressed and usually wears 
aan ascot in the Yale University colors 

Playing Samson Prowse: You 2'© yery honorable in 
your dealings with other people, whether they are other 


managers, your tighters or the city officials you pay off regu: 
larly. Business consumes your life, and you are attempting to 
cultivate contacts in Hollywood to branch out into the movie 
industry. You have the bearing of an English gentlemen and 
enjoy the nickname of "Governor" that your staff and Stable 
have given you. You have a thick English accent which 
‘occasionally gives you trouble when talking to “Yoreigners' 

Quote: / be glad to sign you to my Stable, but fist i's 
see how you do in the ring 


Sapphire (See Chapter Three for her background and 
statistics) 
Nick Fontana 


Harpol Jhaliwal 


Nicx FONTANA 


Although he was born in Idaho, Nick has spe 
majority of his young life an the streets of Seattle. His 
parents were very hardworking and carelul in every 
aspect of their lite, except when it came to Nick. It 
wasn't that they didn't love hi didn'thave 
time for him. Two jobs, a mortgage and all the 
other little things in lle combined to occupy 
thoir time with concems other than their 

son's well-being 

Nick naturally sought refuge with hi 
friends, other kids who were neglected 
by their parents too. It wasn’t long be- 
fore Nick was spending more time out 
this parents’ house than in it, usually 
playing withhis band, He enjayed the 
froadom and respect he got from 
his ouddies. Together they were 
wild and uninhibited — maybe a 
little 100 wild, Betore Nickknewit. he 
was in trouble with the law. A long 
series of misdemeanors and petty 
thefts followed him through 
school. He was spending almost ha 
of his time in Juvenile Hall. Nick would 
soon betuming eighteen, and thenext 
time he got in trouble with the law, he 
wouldn't be sent to Some youth camp 

he'd goto prison. His life finally came to 
‘a sudden and drastic change the night of 
the robbery, 

Nick wasn'tthe criminal, but simply 
ing by when he noticed an old man being 
accosted bytwo \d thugs. Deep 
down inside, N ways a decent 
guy, He'd occasionally steal the odd 
item, but he never hurt anyone. Seeing 
these two hulking masses of meat clos- 
ing in on a helple: 
the boy, He rushed to the man’s rescue, 
only to be confronted by one of the 
thieves who had pulled a knife. Nick 


they 


impressed and jumped al the man anyway. Nick was 
and strong and considered himself a good fighter, but he 

wasn't good enough. 
jpsed with the knife stuck between his ribs, The 
slipping in and out of focus, but Nick could still see 
pened next. The oldman jumped high intotheairand 
kicked one of the thieves in the head with bath feet. Then he 
pulled a gun, because a gout of flame shot from his 
ched hands al the second thug. All Nick remembered 
iat was the wizened face of the old man leaning over 
ike, "You are rough, young one, but nat 


The man was Master Shimizu, a contemporary 
Grand Master Gouken. He was in Seattle search 
ing for students when he stumbled upon Nick, or 
vice versa. The master nursed Nick- back to 
health and offered to teach him the ways of 
mental discipline and Shotokan Karate, Nick 
agreed and spent the next three years in 
training. Then the master tolc-him about 
Street Fighting 
Nick was interested, especially whan 
the Master told him that he was training 
him to become a match for the current 
champion Ryu, Shimizu wanted to be: 
come the next Grand Master and 
believed thal to do so, he must produce 
‘a student to defeat Gouken's pupils in 
the ring. Nick was to be that student 
That was six months ago, and Nick 
has been making good progress ad: 
inthestandings. He isimpationt 
toconfront Ryu, even though he realizes 
that it wll be years belore he's ready, 
Appearance: Nick is. acocky young, 
22 years old. Ho likes to wear 
jothes in the "Grunge" style. Torn 


jeans, Doo Martens, a plaid shirt and a 
baseball cap with his band's name sten- 
clled across it, He still plays with his old banc 


The Horsemen, and: 
i at his matches: 
Playing Nick Fontana: You're cocky, 
impatient and don't give a damn about the 
sutside world. After 2 good match or a good 
ig you tke to party “il dawn, The master 
tolerates this, but only barely, You would do 
anything for the master, except desert your 
old friends, even if they are holding you 
back. You like Samson Prowse, even ihe 
talks ike a pansy 
Quote: / might roti 


I can kick your sorry bu 


asionally they will show 


10k like much, but 


OTOKAN KARATE Team: NONE 
SEATTLE MARTIAL ARTS STITUTE Concept: STREET KIO 
Stable: exca.isur PRODUCTIONS =‘ Signature: PLAYS AIR GUITAR 


ArrRIBUTEs i 


So MENTAL 
Charisma @@000 Perception @@000 
Manipulation @@@00 intelligence @0000 
Appearance @@000_ wits @ee00 


ABILimies SSS St 
Sxiues Knowvenges 


@@000 Blind Fighting Arena @0000 

Interrogation Drive Computer 00000 
Intimidation Leadership Investigation 00000 
Security Medicine 00000 

Stealth Mysteries @0000 


‘Survival Style Lore @@000 


SpeciaL Maneuvers 
POWER UPPERCUT z 
DRAGON PUNCH 

ume 

FOOT SWEEP. 

FIREBALL 


Punch 
Kick 
Block 
Grab 
Athletics 
Focus 


(Combos: JAB - ORAGON PUNCH __ 
(ozzy) 
JUNEING SHORT KICK - FOOT SWEEP 
(ozzy) 


Division: 
Rank: 


TRADITIONAL 


ExpERIENCE 
Standing 


Wins_l! 
Draws_0 


Appearance: Har00! is slim and beautiful, and prefers to 
ear her street clothes during matches. She wears a open: 
jecked T-shirt and a dark leather jacket, with matching pants. 
‘monks and Dhalsim disapprove ot her shoddy 
dress, She preters to regard her tastes as an 
ffirmation of her roots, namely the streets and 
alleyways of New Delhi, although she would 
never have been able to afford such clothes 
before joining the circult, She also wears a 
lot of bracelets which create a pleasantly 
musical sound as she moves, Many oppo: 
nents are distracted by the sound, a fact 
she takes advantage of 

Playing Harpol: Youare play 
fulandenjoy teasing your Buddhist 
teachers, Lite is exciting, at least 
now that you no longer live in gutters, 
Occasionally you miss the simplicity 
of that life, but would never want to 
return to it. In tact, you are deathly 
afraid of being forced to live on the 
streets, To combat this fear, you have 
signed a contract with Samson Prowse 
and Excaliber Productions against 

Dhalsim's advice 
Recently you have been losing a lot of 
your matches, and Samson has put youon 
probation. If you don't start winning within 
three months, he will drop you from the 
Stable, This has made you desperate to win, 
which has caused you to become sloppy in the 
ring and lose more matches. All you need is a couple of 
solid wins to reinforce your self confidence — and soon, 
Quotes This city isn't very different from New Delhi. You 
have your poor and homeless as we do, There's always some 
guy with an attitude who thinks he's a Street Fighter. I'm here 
Set him straight 


Harpol does not know who her parents ar 
(grew up on the streets of Now Delhi with a grou 
Urchins, She presumes that her parents abandone 
cause she was female, a practice common in 

of the dowry price demanded of parents when their daughters 
‘are married. Whatever he reason, the fact remains that Harpol 
was one of a large number of street chi 
‘oul the city. Were it not for a kingly sect of Budahist monks, 
she would have been relegated to a life of hunger and 
petty larceny, 

The monks saw in her a potential for great: 
ness which the rest of the world had 
missed. They took her in and taught her 
the serenity of their mystical teach: 
ings. She learned about her own 
potential and the world beyond New 
Delhi's crowded alleys. When she 
proved herself to be ready, the monks 
began teaching her the secrets of 
Kabaddi 

The girl took to the teaching as it 
she were born for that purpose, 
"Perhaps youwere," answeredtne 
monks when she asked just that 
question. "You are the finest stu 
dent we have ever had, but your 
days here are’ nearing an end, 
Greater challenges await you 
Having taught her all thay could, 
they introduced her to Dhalsim ang 
the Street Fighting circuit. 

Dhalsim looked deep within the 
girl and sawher potential, hidden like 
a pearl beneath the waters of a fast 
flowing river—turbulent, yet beautitul 
Dhalsim's teachings unleashed pow. 
(ers within the gitt that she had no idea 
sh possessed: powers over her own 
body, to produce gouls of acid trom her 
mouth and power over cold. He completed 
her teachings and still acts as her sense! 


teeming through: 


See gfe 


Name: HARPOL JHALIWAL Style: KABADDI Team: NONE 
School: NEw DELHI Concept: STREET URCHIN 
Stable: EXCALIBUR PRODUCTIONS Signature: HELPS OPPONENT UP 


Charisma 
Manipulation 
Appearance 


OOO Perception 
OO intelligence 
OO Wits 


A TT 


TALENTS Sxiuts Knowtenges 
Alertness @@@00 Blind Fighting @@@00 arena 
Interrogation 00000 Drive Q0000 Computer 
Intimidation OOOOO investigation 
Insight OO Medicine 
Streetwise OO Mysteries 
Subterfuge Style Lore 


Speciat Maneuvers 
HEAD BUTT 
SLIDE KICK 

ume 

ACIO BREATH 

ICE BLAST 

COBRA CHARM 


ALLIES (OHALSIM) 
CONTACTS 


@@e@e@000000 
0000 9000000000 
Witpower 


(Combos:_JAB - HEAD BUTT - SLIDE 
KICK (D1ZZy) 

COBRA CHARM - ACID BREATH - ICE 
BLAST (DIZZY) 


Division: FREESTYLE 


Rank: 4 6 
2 PERIENCE 
Sa 0000000000 
Wins_!6__ Losses_7. @@00000000 
Draws_0____—s«KOs_I@ OQo0QgQ000000 


Teams 
Excessive Force 


Street Fighting 

Stable: Excaliber Pri 

Division: Traditional 

History 

Excessive Force was formad by Viadisiav Kolchenko in the 
late 'B0s as a demonstration graup touring the USSR. The 
team soon became bored with simply demonstrating its phy 
al prowess and thirsted for real challenges. In 1992. the 
discovered the Street Fighter Circuit and have been compet 
ing ever since. 

Their team name Isr 
describes their fighting style to 
violent and excessive enthusiasm. 


oductions 


title, 


rowds love ti 


t just a_ snappy 
aT. The 


Memgers 


alse Real Name 
lor Carnage Vladislav Kolchenko 


Style 


Rank 
Special Forces Fows 


6 Team 
leader 


Hammer 
Anvil 


Hideo tzumo 


s 
Greg Hart _ 


Sanbo 


5 
6 


Mavor Carnage 


Major Carnage is the only name that Viadislay Kolchenko 
answers to nowadays, At one time, ho was a full major in the 
ary, Little is known about his military car 
involved in the accupation of Afghar 
and had some part in Operation: Desert Storm. His specif 
Toles in both of those military operations is unknown, He is one 
of the most decorated members of the elite Fussian Spetsnaz 
unit, These soldiers throughout 
being some of the very best trained commandos 
Vladislav Kolchenko was the best of these, unt 
bored. 

The current political climate within the former USSR made 
the Spetsnaz pretty much obsolete to Via 
thoro was plenty of work for the unit: breaking smugaling ring! 
quelling political coups and protecting the 
arsenal from thieves. To Major K 0, this was all 
much rautine work, which anyé id. do. He w. 
challenge, something where he could put his real 
use. The Street Fighting circuit was ideal. He could 
heads an trength ot Math 
same time. He approached Zangief with the 
team for this purpose. Zangief agreed with th 
folt that Kolchenko was the wrong person for the job. “Youre 
brutal and unfeeling, id. "My Russia is a land of great 
warmth and strength. Your Russia died with § 

This has not deterred Vladislav, now Ma) 
his objective. Carnage live allisias 
ne dominates |ke an ancient Cossack lord. He has 
ed the population of the island by inviting 

etsnaz Ot 
that he achieved ns wealth by s! 
ert Storm campaign, butno one knows for sure. 


Russian mil 
except that he wai 


are respec 


demonstrate ti 


He was hired by Excaliber Productions, formed Excessive 
and started making waves on the Street Fighting circuit 
Few people think of Major Carnage or his team as honorable 
ey do win matches, so Samson Prowse keeps 


he will wear Russian military tatiques, but doesn't believe they 
flashy enough to convey the true spirit of Mother Russia, 

Playing Major Carnage: You are strong, as strong as 
the old USSR, You feel that if you demonstrate that the 
Motherland is stil strong, then she will become strong again 
You can not abide weakness and frequently hurt opponents in 
demonstrating your strength in the ring. Youhave been called 
brutaland unfeeling, butrarely give these opinions any thought. 
Alter all, they come from weak jealous foreigners. None of your 
countrymen would DARE speak to you that way, except that 
fool Zangief, but he has stayed in the West too long and has 
become weak. Soon you'll deal with him. 

‘Quote: Des vadania. | crush you now! 


SHE fagyeR 


Name: ‘MAJOR CARNAGE” Style: SPECIAL FORCES TRAINING 
VLADISLAV KOLCHENKO School: Russian sPeTsNAz 
‘Stable: ExcALiBuR PRODUCTIONS 


ATTRIBUTES 
Puysicat Sorat 


Strength @ = Charisma @@000 
Dexterity QO —- Manipulation @@000 
(O Appearance @@000 


TALENTS 


Intimidation 
Insight 
Streetwise 


ADvANTaGes 
Backgrounds 


ALLIES (RUSSIAN SPETSZ) 
CONTACTS (RUSSIAN) 
RESOURCES 


Witipower 


@e@000008000 


0000000000 

Sones ggg99909090900 
nese (ees — 9000000000 
Drws_|_— KOs_21_—_/_ FoOOoOo0000 


Team: EXCESSIVE FORCE 

Concept: SPECIAL OPS. COMMANDO 

Signature: 00S A LITTLE 
COSSACK DANCE 


Perception 
Intelligence 
Wits 


Agiumes TT 


Know.enges 
Arena @@000 
Computer @0000 
Investigation 00000 
Medicine @@000 
Mysteries 00000 
Style Lore @@000 


Specia. Maneuvers 
wren Fist 

SPINNING BACKFIST 

SPINNING CLOTHESLINE 

TURBO SPINNING CLOTHESLINE 

BACK FLIP KCK 

FOOT SWEEP. 

FLASH MK 

SPINNING FOOT SWEEP 

NECK CHOKE 


Combos: SPINNING CLOTHESLINE - 
FLASH KICK - NECK CHOKE (D12ZY) 

BLOCK - SPINNING BACKFIST- BACK 
FLIP KICK (O12ZY) 


Experience 


Since he was a child, Hideo Izumo was taised to become 
a Sumoton, and this is the only life he has ever known. For 
twenty years, he trained to become a champion. it not for hi 
Violent temper, he would probably be Japan's finest Sumo 
nw that E. Honda no longer enters Sumo basho (tourneys) 
izumo's violent rage has caused him to become disgraced. 
He has shamed himself and his teachers by acting dishonor 
ably and attacking fallen opponents 

it (s customary for a Japanese warrior who has been 
disgracedio try torestora his honar and atone for his mistakes. 
Hideo is the exception to the rule. He embraced his dishonor 
seeing it as a release from the rigid regimen and rules of 
conduct. He has since made a name for him Stree 
Fighting circuit, butit is nota gaod name and brings no honor 
itis recognition though, the recognition which the Hammer 
lives for. Recently he has joined Excessive Force, andhe teois 
very much at horn 


mmer is @ huge hulking man who 
ike the massive frozen carca: 


slab of be 
@ meat-packing plant. Hideo likes to wear business suits in 


resembles 


nd him a to and 


of 


public, thinking that they i 


respectability. Inside the ring, he prefers to wear the spandex 
pants, so popularwith bikers, instead of the traditional mawashi 
which Sumo wrestlers wear. He says this is because he is a 
modern man and doesn't feel he needs to emphasize the 
haic trappings of a dead sport. In fact, the mawashi has a 
jeep religious significance to Sumotori, and Hideo has been 
‘banned from ever donning the clothing again. E. Honda has 
made it quile clear what would happen if Hideo disgraced 
y putting on the mawashi, afact Hideo would ike 


Playing the Hammer: You are arrogant and opinion: 
ated, What you can't intimidate people into giving you, you 
usually take anyway. Few people enjoy your company, except 
other members of Excessive Force. You dislike being 
reminded ot your fal from grace among Sumotori and will take 
your frustrations out on any Sumo you meet in combat, even 
outside of the Street Fighting circult. You fear E. Honda and will 
hs to avoid meeting him. This is because of 
1s made against you, threats you firmly believe he 


carry out. 


Quot: 


‘onnichi Wa. { crush you now! 


JAMMER’ HIDEO IZUMO Style: SUMO WRESTLING Team: EXCESSIVE FORCE 
School: NAGOYA SUMOTOR! SCHOOL Concept: BAR ROOM BOUNCER 
Stable: ExCALIBUR PRODUCTIONS Signature: BELLY FLOP (AIR SMASH) 


Arergutes ON TOP OF DEFEATED OPPONENTS: 
a SS SS SS SSE 
Soctal Menta 


@@@00 Perception 


DC em a 
Knowtenges 


TaLents Seite 
Alertness @@000 Blind Fighting @@000 Arena 


Interrogation @0000 Drive @0000 computer 
Intimidation @@@00 Leadership OO0O0OO investigation 
Insight OOO0OCO Medicine 
Streetwise OOOOO Stealth OQO0O0O mysteries 


Subterfuge Style Lore 


Speciat MANEUVERS . 
EYE RAKE STUNNING SHOUT 
SLEEPER 
HAYMAKER 
WIDOWMAKER 


HEAD BUTT 
HUNDRED HAND SLAP 
DOUBLE-HIT KICK 
KNEE BASHER 
AIR SMASH 

Combos:_EYE RAKE - HAYMAKER - 
SLEEPER (DIZZY) 
DOUBLE-HIT KICK - STUNNING SHOUT - 
AIR SMASH (DIZZY) 


e 
gggg00000 
Witipower 


ooo @e@000008000 
Q0a QQg000oo0o0dodo 


Experience 


Standing 
Wins_16 Losses_# 
Draws_2 KOs_té 


Anu 


Greg Hart was born and raised in the oil fields of western 
Canada and owes much of his upbringing to the crews of the 
oil rigs in the area. When he graduated from high school, he 
joined a crew working the fields around Edmonton. The 
grualing works soon tuned the lad into @ massive man. He 
would often demonstrate his strength by shutting off the 
driling equipment and turning the drilling bit by hand. The 
huge rods would bury inta the ground almost as fast as the 
rig’s engine could turn them. 

Nights on the town were always wild, with Greg's mates 
laying huge bets on impromptu arm wrestling and fisticulls 
matches. Greg always won these fights and enjoyed doing so. 
In these brawls he leamed to despise the weak. It wasn't long 
before he discovered the Street Fighting circuit 

His first match was a real eye-opener for the rulfian. An 
opponenthail his size, agit! no less, soundly beat him. The 
loss was more than he could bear. That day, he quit the 
rigs and went to Calgary to learn some sort 
of fighting stylo, any style. He stumbled 
across Sanboat the Calgary Wres 
tling Studio and immediately 
began training, 

His second match, two 
years later, was com- 
pletely different —he 
cleaned up the 
ring with his 
‘apponent. Ma 


jor Camage was a spectator and invited Greg to join his new 
Street Fighting team, Excessive Force, There has been no 
looking back for Greg “The Anvil" Hart 

Appearance: The Arvil is easily the largest member of 
Excessive force, He likes to wear a plaid shirt and denim vest 
with the sleeves tom off of both, Grubby jeans, hiking boots 
and a John Deere cap round out his wardrobe, Outside of the 
ring. Greg wears the same clothes and rarely changes, as (s 
‘obvious from his body odor. He also likes to drive large trucks 
and hunt moose and bear, but considers it unsporting to use 
a gun. 

Playing the Anvil: You are the strongest man if Canada, 

or So you think, bul then no one has proven you 

wrong — yet. You consider yourself the cham- 
pion of the common working man, but 
they are rarely as prejudiced and mind- 
lessly brutal as you are, You live for the 
next challenge and will mercilessly punish 
any opponent that doesn't live up to your 
standards, standards which include 
the ability to bench-press a small 
car and drink three cases of beer, 

and not that American swill ei- 

ther! 
Quote: /'/ crush you, eh! 


Name: “ANVIL” GREG HART Style: SANBO Team: EXCESSIVE FORCE 
Player: School: cacsry wrestiunc sTu0 ~ Concept: OIL RIG WORKER 
Chronicle: Stable: excausur pRooucTions © Signature: POSES AND 

FLEXES MUSCLES 
JR 


Duysicat Socra MENTAL 


(OOO s— Perception 
OO intelligence 


Charisma 
Manipulation 
Appearance 


Strength 
Dexterity 
Stamina 


Abies ee 


TALENTS Skit KNowLenges 
Alertness @0000 Blind Fighting @@@00 arena @e@e@00 
Interrogation @@000 Drive O000CO computer 00000 
Intimidation CO0O0OO investigation 00000 
Q0000 Medicine @0000 
Streetwise QO0000 mysteries 00000 
Subterfuge @0000 Survival 00000 


ADVANTAGES 
Spectat Maneuvers 


EAR POP 
SPINNING CLOTHESLINE 


BAckGrounDs 
Auuies @@000 
FAME (CANADIAN WRESTLING) @®@@OO 
00000 
00000 
00000 


CRACKER - PILE DRIVER (DIZZY) 


Experience 


Standing 
Wins_24 Losses_# 
Draws_! KOs 28) 


Cut NtHON 


Street Fighting Team 

Stable: Excaliber Productions 

Division: Freestyle 

(Chimu Nihon translates to Team Japan in English) 

History 

Chimu Nihon has only recently appeared 
Fighting citcuitandis tryinghardto live up toi 
ttle of Japan's hero team, Their manager, Samson Prowse 
has great hopes for the fledgling team and fully ex 
to live up to their grandiose name. To date, they ha 
every match they have entered, with one notable exception. 
Due to unscrupulous manipulation, they were scheduled to 
face a team out of China called the Howling Mongo! Hor 
The Horde was made up of far more experienced warrio 
rank 5 and above, who where attempting to add a cheap 
victory to improve their standings on the circuit. They did this 
but not before the young Japanese warriors showed what they 
were made ot, It was not an easy victory and one that ne 
team is likely to forget. 

The team is the brainchild of leader Akira Le 
Hikodoshi in the ring. Akira believed that the way to 
Japan’s honor in the world community and within its borders 
to inspire its youth. To this end, he has formed Chima 
non along the line of a popular Japanese phenomena, the 
Sental wartlor. Many television shows in Akira's home country 
featured teams of five adoloscent super heroes fighting ev 
and protecting Japan, The members of Chimu Nihon are al 
teenagers and see themselves as the protectors of Japan 
honor, They are on a mission to rejuvent t 
country by Instiling a sense of honor to its youth. Initial sales 
figures on Excaliber Productions’ video release of i 
Chimu Nihon tape are any indication, they are alroady 
cosstul 


the Str 
self-appointed 


9, called 


Real Name 

ite Aang ay 

Steg {20k Kira Kung Fu 3 

Pesce ra Yuki Otonashi Capoeira 1 

pret al ies Matsuda W. Kickboxing 2 
liroshi Matsuda W. Kickboxing 2 


Rank Not 
5 


Team Leader 


Tiger Hybrid 
Fie Elemental 
Water Elemental 


Hixoposut 


possibly even the world, This team could revive the spirit of Japan, It 


Aithough Akira Leung was born in Japan as Akira Takashi, he uses 
the name of Leung out of respect for his adopted family in China. 
Akira’s parents were high-level managers ina large Japanese corpo- 
ration Involved with imparting goods from China. His father was in 
charge of deciding which factories they would continue to import trom 
{and which they would stop doing business with asa result of overhead 
cutbacks. Many managers went to great lengths to gain Mr. Takashi's 
favor, thus allowing ther factory to remain in production for another 
year, Like most children, Akira was largely oblivious to the details of 
his parents’ careers. This ignorance was shattered during the family’s 
final trip to China when the police tinally caught up with 
his father and arrested him on charges of bribery 
Aira’s father loved his son, though, and stalled the 
police long enough for him to escape, 

Akira ran aimlessly through the streets, blinded by 
tears, until somenow he arived at one ofthe factories 
his father had inspected, There was an old man 
there, whom Akira remembered sBeing ina 
Janitor’s uniform earlier that day. For some 
reason, the man’s face stuck in his mind, 
"Come, my child,” the old man sai, 
"They will be looking for you, and the 
streets of Beijing are not safe at this 
time of night. | have a smal frm, a 
{ew miles outof town, where you will 
be safe, | ive there with my family 
‘and my students, | would be honored 
it you would stay with me." “How many 
students do you have?” Akira asked, For a 
Jong time the man was silent, then qui- 
‘tly replied, “One, Now.” 

‘Akira lived with Master Leung 
‘and his family for many years. 
He studied Wu Shu with the 
master and went to a local 
school with the master's 
children. It soon became 
‘evident that Akira was very 
special, both athletically 
‘and academically, He be- 
camean expert martial artist 
and a scholar. He was very 
content with his lite for the 
most part 

In the back of Akira’s 
‘mind was the memory of 
the shame his father 
had brought to the 
famityname. would 
always hauntthe boy un- 
less he did something to restore the honor of 
the Takashi name, something which would return the honor his father 
hhadstolen rom the country itself. He didn't know what he could do, but 
fhe knew he couldn't do it n China. He would return tothe land of his 
birth — Japan. 

Tokyo was not the way Akira remembered it from almost fifteen 
years ago. A depression covered the city. People worked and worked 
‘and never seemed to get ahead, while the corporations thrived. The 
spirit ofthe country seemed to be draining away. If only there was 
something he could do about i. Then it ht him: he would assemble a 
team af musicians, athletes and martial artists to tour the country, 


Was so obvious, he wondered why no one had thought of it before 
He met Kyoko Kimura while searching for corporate backing for his 
idea. Instantly, he knew that, while Japan's soul might be dying, its 
heart was doing fine. This beautiful intelligent young woman would be 
his wite. Akira was so entranced by her that he almost missed his 
appointment withthe head of the consulting firm where she worked 
While the head ofthe firm couldn't see the profit in Akira's proposal, 
it didn’t stop Akira from arranging a date with Kyoko, 
Over dinner, he told her about his quest to restore his family'shonor 
and his dea to restore the sprit of Japan to its people. Kyoko agreed 
that something had to be done, and she might be able to arrange a 
‘meeting with someone that could help. Three days later, Akira and 
Kyoko met with Samson Prowse the manager of Excaliber Produc- 
tions, and Chimu Nihon was born. 
‘Akirahas become the leader as well as the founder of Chimu Nihon, 
which translates to English as “Team Japan," To instill the group 
with more of the sprit of adventure and of Japan's culture, he 
has given each ofits members dramatic code names. He 
himself has adopted the name “Hikodoshi” after a con 
stellation in the Southern 
Hemisphere. This group of 
stars is named after an an- 
clent Japanese legend which 
‘emphasizes love, devotion and hard 
work, ideals Akira firmly believes in, 
Akira ishopelessly in ove with Kyoko, He intends to marry her once 
Chimu Nihon is a success. At that time he intends to reclaim his 
family name of Takashi and restored the honor toit. Then, and only 
then, wil he ask Kyoko to share it with him, 
‘Appearance: Akira appears to be thinandlighty muscled, 
which is an assumption he knows how to exploit. He 
‘often dresses in a manner more befiting a schoo!- 
teacher than a fighter. With his small, round glasses 
perched precariously upon the end of his nose and 
his tweed jacket patched at the elbows, he hardly 
seems a threat to anyone. Not so — he is as 
much a master of Wu Shu as he isan intellec- 
tual. Many opponents have mistaken his 
bookish exterior for the real thing 
In his Hikodoshi persona, Akira likes to 
don the dress ofa peasant. His one conces- 
sion to the heroic nature of his profession 
consists of a beautiful sik sash he we 
about his waist. The sash s decorated with 
stars and represents the Milky Way which 
separates him from his love in the sky, 
Orihime, He also likes to wear a pait 
of tasseled leather boots, given 
him by the Leung household when 
he left China 
Playing Hikodoshi: You often prefer to read a good book toa night 
‘out on the town, but when it comes to adventure, you're right in the 
thick of things. Honor means alot to you and you have dedicated your 
life to restoring the tarnished honor of the Takashi family name. You 
see Chimu Niion as a way to restore that honor by emphasizing the 
ideals of Japan and communicating these ideals to the rest of the 
‘world. Street Fighting has given you a way to do this, and Excaliber 
Productions has given you the means to do it. 
Quote: For the honor of Japan! 


See fegyer. 


Name: ‘HKODOSH" AKIRA LEUNG» Style: WU SHU Team: CHIMU NIHON 
Player: School: LEUNG FAMILY DOJO Concept: INTELLECTUAL 
Chronicle: Stable: EXCALIBUR PRODUCTIONS Signature: PUTS ON HIS 


Arrergures GLASSES AFTER A FIGHT 
SSE 


Puystcat So 


Strength Charisma Perception 
Dexterity Manipulation Intelligence 
Stamina Appearance @@000_ wits 


—————————— ad 
TALENTS Swites KwowLenges 


Alertness Blind Fighting @0000 arena @0000 
Interrogation Drive @0000 computer @0ee00 
Intimidation Leadership OOOOO investigation @0000 
Insight Security @@000 medi 00000 
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Kyoko Kimura has only been on the Street Fighting circuit 
fora short while and is relatively unknown outside of Japan. At 
an early age, she enrolled in the Tokyo Kung Fu academy for 
a course in Japanese flower arranging. Between classes, she 
would watch the students practicing their katas. The grace of 
their movements enthralled her. and she would often catch 
herself mimicking the moves as she watched. 

It wasn't long belore one of the students noticed her 
watching and ridiculed her. “Look at you,” ne said. “Are you 
afraid to take the class because you are small and weak?” He 
continued to taunt her, maving forward menacinaly as he did. 
Kyoko was frightened by this rude man and tried to slip past 
him, He flung out an arm to stop her and. in a flurry of 
movement, found himself suddenly flying through the air. 
Kyoko was as surprised as the student; apparently she 
had learned more from watching the Kung Fu than she 
thought. The sensei, who had watched the altercation, 
‘agreed and invited Kyoko to become his student 
Stunned, she accepted his otter 

A few years later, she graduated from business 
‘school and the Kung Fu academy. As she moved 
Into the business world, her sensei urged her not 
to squander her skills and use them for the 
{good of the people, She was confused by 
his words, but agreed to do what she could 
and accepted a job with a Tokyo-based 
investment tir 

‘She worked there for & couple of 
years, practicing her Kung Fu when 
she could and pondering her sensel’s 
last words to her. Sho couldn't think of 
a way that she could be of use to the 
people ot Japan, until one day in July of 
4993, when she met Akira Leung. 

Akira had just recently arrived in Japan, 
seeking his heritage, and the fulfilment ot his 
mmission of atonement. When Kyoko saw him. 
she realized that this man would be her hus- 
band, Akira’s meeting with the board went very 
badly but he did manage to ask her to dinner. 

(Over dinner, he explained his Chimu Nihon 
concept: Japan needed a team of athletes or 
‘martial artists to travel overseas, promoting the 
ideals and philosophies of Japan to the rest of the 
world, So far, the government and many corpora- 
tions had refused him, Things looked desperate for 
Akira and Chimu Ninon, 


Kyoko asked it he had considered Street Fighting. Akira 
knew nothing about the circuit and said so. Alter a brief 
explanation, Kyoko said that she had certain business con- 
tacts with Samson Prowse, who owned Excaliber Productions. 
She volunteered to help him arganize the project. He agreed, 
and together they set up Chimu Nihon. 

They were surprised by the number of highly skilled appli- 
cants that applied for membership in the team, but decided to 
choose only five of the younger fighters. While there were 
many older, more experienced warriors, they reasoned that 
the young Street Fighters, who made the cut would best 
exemplify the youthful attitude of today’s Japan, They were 
also surprised to discover that they were both accomplished 

martial artists and very much in love. 

lt was Kyoko's idea for the team to assume heroic 
code names to emphasize their ideals. She also 
insisted that she and Akira take the names of Orihime 
and Hikodeshi, who are constellations in the Japa- 
nese sky, depicting lovers separated by the Milky 
Way. Akira agreed and announced his intention to 
marry her ance he had restored honor to his 
family name. 

Appearance: Kyoko Kimura is small 
even by Japanese standards. In her Orihime 
persona, she likes to wear a costume remmi- 

niscent of @ traditional kimono, but 
abbreviated to allow her free mavernent 
She is also fond of lilies and will trequently 
wear them inher hair during a fight, Oppo- 
nents often ignore her in combat, 
mistaking her schoolgit looks as an ingl- 
cation of her inexperience, Such fighters 
never make the same mistake twice. 
Outside of the ring, Kyoko prefers to dress 
in business sults and will often put her hair 
up to appear older. 
Playing Kyoko: You a’e fun-loving andhave a 
playful sense of humor, except when dealing with 
business matters. Chimu Nihon means a lot to you 
but not as much as your love for Akira Leung. You 
expect to marry him within the next two years, but 
realize that unti then the team comes first 
Quote: Sireet Fighting is ike a delicate flower. it's 
pretty to watch but if you get too close, you could 
damage something. If you want my advice, don't get 
to0 close. 
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Player: ‘School: TOKyO Kune Fu ACADEMY Concept: BUSINESS WOMAN 
Chronicle: Stable: EXCALIBUR PRODUCTIONS Signature: GIGGLES AND MAKES 
VICTORY SIGN WITH HANDS 
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No one really knows that much about Yuki Otonashi orf. in 
fact, that isher real name. She isa tiger hybrid wno was found 
living in one of the few wild areas of Japan, the Daisetsuzan 
National Park. Yuki has lived on the slopes of Daisetsuzan’s 
three volcanoes for as lang as she can remember. Unfortu- 
nately, that periad of time only extends to a couple of years 
back. Her earliest memory consists of waking one morning to 
find herself surrounded by wild snow monkeys bathing inanot 
spring, She doesn't knaw who her family was or where 
they might have gone, although she would 
dearly ike to know, She has litle tangible 
about her past, except a gold locket which 
she claims she has always had. The locket 
contains a picture of a young 
girl similar in appearance to 
Yuki, although obviously 
not parttiger. There is 
also an inscription 
which reads, "Best 
wishes, | Yuki 
Otonashi.* itis un- 
clear whether this 
is the name of the 
itl in the picture 
or ifthe locket was 
meant as a gift. In 
any case, Yuki has 
taken that name as it 
isasgood asanyother, 

Akira Leung heard folktales 
about the mysterious Shoujo Tora, 
€or Tiger Gir, in Tokyo and decided 
to invostigate. The Tiger Giri had 
eenhiding rom the public formany 
years, and it was no mean task to 
locate her. Hunters had tried for years 
to ind her wth litle success, Those tew 
who did manage to catch sight of her usually 
regretted the encounter, 

Eventually Akira succeeded in tracking her down and 
was able to belriend her. She was enthralled by his stories of 
civlization and the technological wonders it contained. She 
‘agreed to go with him back to Tokyo on ane condition: that he 
holp her research her past. Akira agreed, and soon they were 
driving back to Tokyo 

It wasn't long before Yuki took an interest in the newly 
forming Chimu Nihon and asked to join. Kyoko was hesitant at 
first, fecling that Yuki might not be able to control her tiger 


nstincts in combat. but agreed to a sparring match against 
her. Yuki ost to the more experienced Kyoko, but only barely. 
The fight was intense and brutal. Both gis were surprised by 
the ferocity and skill of the other and became fast friends. 
Akira, watching the match, noticed that Yuki incorporated 
many moves common to Capoeira in her style. When asked 
about this, Yuki replied that she had a dim memary of 
someone teaching her these moves, but that 
was all 
Yuki soon became a full member of 
Akira’s team and decided to use the 
name the people had given her, 
Shoujo Tora. At apparently 15 years of 
‘age, she is the youngest person in Chimu 
Nihon. She looks up to Kyoko as a big 
sister and has a crush on Akira: 
Appearance: Shoujo Tora appears much: 
older than her 15 years, She stands five feet 
‘and ten inches and weighs one hundred 
and sity pounds. Most ofthis is due to 
the tiger genes which have combined 
with her human ones. She has a lean, 
wity bull, with a tight, dense muscula- 
ture which belles her body woight. 
Apparently her hybridized muscles are 
denser and more compact that the human 
version of the same. Her most distinctive 
features are her catike ears and tail as well as the 
soft, white and black striped fur which covers her body. 
In the arena, she likes to don costume that i little more 
than bikini as sonotimpair er movement, Apparently 
the costume was inspired by an animation character 
popular in Japan a the time 
Playing Shoujo Tora: You are usually very 
happy and enjoy having a good time, Games of skill 
appeal to you, especially those that involve athletics 
or fighting. The wilds constantly call tayou, and you 
returnto them whenever youhave ree time, Chimu 
Nihon is an exciting group to be with, and while 
you realize that you are stil inexperienced, you 
‘manage to pull your weight in the group, They 
are like the family you know you have but can't 
remember. You have confidence in Akira’s 
claims that he can restore your memory or 
find your family, but until then Chimu Nihon 
isallyouhave. Perhaps that willbe enough 
Quote: Life was easier in the woods, 
but no way was it more exciting! 
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Lite is known about these tin brothers as they are etuctant to talk 
about their past even with ther teammates. Ther real names are Hikaru 
and Hiroshi Matsuda. They ac- 
knowledge that they are in 
fact brothers, but wall 
not talk about their 
family excepto 

admitthatthey 
do have one. 

The brothers 

first met Akira 
Leung when he was 
forming Chimu Nihon. 

They claimed thatthe Earth 
itseltsentthem tohelp him reju- 

venate the spirit of Japan. Akira 
was skeptical, or at least until the 
brothers emonstratedtheirinred- 
lle powers. After this. Akira was 
quite happy to welcorme the twins 
‘onto the team, Since then, the 
Matsuda brothershavebeen vali 
able assets to Chim Nihon. 
The brothers have ident 
cal standings because they 
‘only figtttogether. Theone 
ccasion they lost was to 
the more powerful How 
ing Mongol Horde, The 
‘match was arranged by 
theunscrupuious 
manager of the 
Horde, anenig- 
‘matic woman, 
known only as the Ice Princess. The 
Horde was tar more experienced, but 
‘even so, they had a hard time dealing with 
Chimu Ninan especially the Matsudatwins.n 
the end, despite the valiant etforts of Hikaru 
and Hiroshi, the Horde won, a sleazy 
vietory which the brothers intend to 
shove down their throats sometime in 
the future. 
‘Appearance: Hikaru and Hiroshi Matsuda are identical twins and 
appear tobe around 16 years old. Mikaruisalitle more handsome that his 
trather, but this is due more to grooming and charismatic bearing than 
anything ese, Outside of te arena the two tend to stick together and wil 
‘often be seen signing avtographsin Tokyo, Mioshiisrluctantto meet his 
new fans and usually dresses far more conservatively than his ashy 
rather. 
Inside thering, the two wear close-fiting costumes to emphasize their 
‘superheroic” personas. Hirashi wears a blue costume, reflecting his 


Kuma Miu Anp Setrer Kan 


(Spier oF Fire ANd Water Deron) 


water-based elemental powers, and Hikaru’s flame essence i indicated by 
his yellow uniform. They have tried to convince the other members of 
CChimu Ninon to wear similar fighting gear to foster team unity, So far they 
have nt been abeto convince Akira ofthe necessity, and Yukiis dead-set 
againstit, (but then she isn't particularly fond of the clothing she's already 
forced to wean, 

Playing Hikaru: As Hikaru Matsuda, you have a disposition to match 
the fire you control. You don’t really have ahot temper, except with those 
who really askforit. Youare ikea brushfre when tcometo your personal 
life. When you develop an interestn something, you consume everything 
about it, and move on to whatever else has sparked your interest when 
finished. Tis tendency has made it hard for you when it comes to school 
—or romance. = 

Playing Hiroshi: You are also influenced by your chosen element. You 
are cool, collected and slow to anger. As far as your outlook on life is 
concemed, you take it as it comes and conform yoursel fo the world 
around you. You know that everything happens fora reason, and if you 
work hard enough at something, you can change i. You are relentless in 
your pursuits. tending to study a problem until you have felt out ever facet 
fit. Only after intense consideration will 
you act, using the least amount of 
effort necessary. Whether that force 
consists ofan inteligent rebuttal dur 
Inga discussion ora face full of sea 
water is as carefully considered as 
‘any other decision you make, 

Quote: Hikaru — Hey 
‘Squid-tacel Use the liter 
‘barrel, that's what's there 
for. Oh, yeah? Come here 
and say that, tough guy! 

Hiroshi— The world 
is in a terible state, 
surely you realize that? 

1 would fe to discuss 

the problem with you, Ofcourse, 
‘next week willbe fine, but 1 
wouldn't bring any of the 
baardotlrectors with you. 
(Why? Because they might 
‘ot beas understanding 

as am conceming that 
secret merger you've 

‘been planning all year. 

Of cours, it might not 

stay secret for ong. 

Come by the office 
tomorrow. | ook 

forward toi 


Se gyer. 
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Ifthe town accepts the fighter and allows the arena to 
built, there are a number of responsibilities the fighter must 
upto. Thisis an unwritten cadeand can vaty from town totown 
Typically it is an understanding which promotes good 
tions between the town and the Street Fighter. 

‘These responsibilities often include: 

* Protecting the town from harm. 

** Help individuals in dire need of a protector. 

© Minimizing the disturbance a match creates 

* Improving the area an arena is built in (donations or 
community work will suffice.) 

In return, the townspeople will look out for the fighter: 

= They will warn him of newly arrived fighters. 

‘© Protect the fighter from ringside interference 

* Warn him of weapons about to be used by an opponent. 
Share a portion of the side bets with the fighter (but only 
it the fighter is winning). 

Provide safe houses when needed 

The Importance of being accepted by yourhometown can't 
be emphasized enough, especially since Street Fighters are 
involved in an illegal circu 
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The larger the arena, the more advantages the owning 
Street Fighter gains when fighting in it. Also the more presti- 
gious fighters will often seek out a well-known arena (and its 
‘owner). The Arena Ability can be used by the visiting fighter 1o 
understand and negate many these advantages, but only if 
the charactar has enough time to study the arena, 

For each dot in the Arena Background, the advantages are 
as follows 

* The authorities can be convinced to look the other 
way. You have no real advantages, save for the luxury of 
having your own arena, 

«At this stage, and hereafter, the fighter owning t 
arena doubles all of her gains and losses in Glory when 
fighting on her home turt 

‘see An arena ot this size is fairly well-known (even if its 
owner is not), Nevertheless, it has the attention of the fighter’s 
hometown and is “plugged in” to the Street Fighting circuit. All 
Honor gains and losses are doubled for the awning fighter 
when she fights on his own turt, 

eee Your arena is unique and somewhat spectacular. It 
thas nooks, crannies and conditions that only you are truly 
accustomed to. When rolling for damage in your own arena. 
your difficulty drops to five (instead of six). You can decide 
exactly what kind of conditions make it this way. However, an 
‘opponent who makes a successful Perception + Arena roll 
can negate this advantage. if their successes match the size 
of the arena, 

'* Youhave an intimate knowledge of your arena, which 
Is unlike any other in the circuit, For the first three turns of any 
round, you may add +1 to speed, damage or movement. As 
above, an opponent who makes a successful Percept 
Arena roll can negate this advantage, if his successes match 
the size of the arena. 
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This second group of tournaments are usually 
e hosted by asingle individual, mainly because 
the group will have more funds to finance the tournament and 
the facilities necessary to hold it in, These tournaments ar 
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imply held in large gymnasiums, 
umaments are the best place to go if a fighter 
practice her more basic maneuvers and rely more 
heavily on a solid fighting skill, Focus-base: 
maneuvers and weapons are strictly prohibited, as are Cy. 
Elementals and Hybrids. Some tournaments will even 
0 50 far as to have certain limitations as to what type of styles 
articipate 

Traditional tournaments are rated on an A through D 
habetical system, with “A” tournaments being the top-rated 
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statues is of Dhalsim and another appears to be of M. Bison, 
although damage to the head of the statue makes it hard to 
identify the man. 

All fighters are required to sleep in the village and to walk 
the path each day o the monastery. The rigors of this climb are 
presumed to purily the spirits of the fighters. Each day, all 
fighters will face one opponent, then return to the village. Itis, 
not unknown for tied or injured fighters to lose their footing on 
the steep slopes and fall into the treacherous gorge skirting 
the path, never to be seen again. The tournament continues 
nti all but two Street Fighters are left, and these two face off, 
{or the prize, 

The Tibetan Monk's Scroll Tournament is organized as an 
elimination style event with the following rules 

‘* Weapons are not allowed. 

« All matches are single combat with no team events. 

*= The winner of each match advances to the next round. 

* Any style or background is permitted to compete — 
providing they have been invited to do so by the monks, 

* Competitors aro chosen by the monks who seek out 
worthy Street Fighters, 

‘The level of competition is intense, and only warriors of 
ranks 5 lo 8 are invited. 

* The tournament is held every 4 years. 

The Storyteller determines the reward, which will consist of 
cone year's training with the masters of the Gartok Monastery. 


Tue Ount Resources Open, WortDwidé 


This competition is notorious as one of the most grueling 
tournaments on the circuit, not for the level of competition, but 
for the sheer amount of combat involved. This event is held 
infrequently and is worldwide in scope. Omni Resources 
sponsors and offers its backing to the winner in the form of an 
exclusive contract, making the fighter a part of the Omni 
Resources Street Fighter Stable. If the fighters are already part 
of a Stable, the corporation will buy out their contract for an 
incredibly generous price. Losing fighters who have distin- 
guished themselves are often offered positions within the 
corporation. All these considerations make the competition tor 
these prizes extreme. 

‘Omni Resources is a global corporation involved in many 
different businesses, but is most often associated with the 
exploitation of natural resources. One of the many branches of 
the company is Omni Home Entertainment, which specializes 
inmade for video movie releases, Recently Omni has decided 
to start a new series of videos called In the Realm of Contlict, 
which contains highlights of their previous tournaments. The 
line has been immensely popular and profitable for Omni 
Resources, 

The event is a round-robin format for teams of fighters. 
Single combat events are also held at the same time as the 
teams, butare less popular, both with the corporation and the 
viewing public. A team must win two out of three matches 
against any of the tears in ther tier. Maiches are organized 
by the judging council hired by Omni Resources to officiate 
the tournament. Each subsequent tier follows the same for- 
mat, and matches continue tobe arranged untill other teams 
are eliminated but two. These two compete for the final prize 

This round-robin style of tournament allows for many teams 
to compete and for the individual teams to chose their oppo- 
nents, The sheer number and diversity of teams makes the 
combat grueling. Each team only fights @ particular team ance 
per tier, but will oten meet the same team again and again as 
they bath advance in tiers by beating other teams. Intense 


rivalries often result rom these recurring encounters, and itis 
‘not unknown for competitors to carry their antagonism for each 
‘other outside of the ring. 

‘Omni Resources arranges for a neutral arena for the com- 
petitors to fight in, They usually make use of their facilities 
scattered across the globe. One match may take place in a 
London factory at night, while a couple of days later the Street 
Fighters may be competing underground in a Welsh slate 
mine. A week later, the site could quite likely be of a logging 
‘camp in Northern British Columbia, Whatever the venue, Omni 
Resources always makes sure to have plenty of spectators on 
hand and a good film crew to record the combat. They also 
tend to plaster the arena with advertisements for their latest 
business acquisition or product. 

Team managers also take advantage of the fact that the 
tournament is being recorded for video and attempt fo secure 
endorsements from other companies for their fighters, Other 
multinational corporations are willing to sponsor teams of 
fighters so that their logos can be incorporated into that team's 
wardrobe. Most are satisfied with a small emblem somewhere 
on the fighter’s costume, while others insist on a larger one. 
\Wno can forget the year a young Balrog appeared wearing a 
bright red jacket with the “Burger Kid” emblem stenciled on 
the back? 

‘There are rumors that the tournament is & covert recruiting 
drive by Shadoloo, Omni Resources denies any connection 
with any criminal organizations and has a huge legal depart- 
‘ment ready to confront any accusations along those lines, A 
few Street Fighters have been jailed for slander and bank- 
rupted by legal bills, but most know enough to keep their 
suspicions to themselves. Life is much easier that way, and 
there really is no solid proof of these accusations, 

The Omni Resources Open is organized as @ round-robin 
Freestyle tournament with the following rules: 

‘= The use of weapons is permitted, except for firearms. 

* All matches are team events, There Is also a single 
‘combat tournament which follows the same rules as the team 
events. 

* To advance to the next tier, a team must win two out of 
three matches. 

‘= The final tier is determined when only two teams remain. 

+ Any style is permitted to compete. 

+ Competitors who wish to compete must sign a waver, 
which allows all profits trom filmed matches to be retained by 
Omni Resources. 

‘= Any rank of fighter is invited to attend, 

*= The tournament is held once every few years and usually 
lasts about six weeks, 

The prize consists of a contract making the team part of the 
‘Omni Resources Fighting Stable for one full year. Winners 
receive the corporate backing of Omni resources (equalto the 
Backing *#e* Background) and access to the extensive train- 
ing facilities of the corporation (equal to the Staff s9= 
Background). There is also a $500,000 purse for the winning 
team. 


Wort Circum Tournaent, WoRLDWIDé 


‘Often called the “flashfire” tour, this tournament is the 
longest. most violent and least organized street fighting tour- 
nament in existence, and none of the fighters who participate 
in itwould ever change it. Many Street Fighters are involved in 
this tournament and proud of it. This neverending tournament 
is commonly refereed to as “the Street Fighting Circuit,” and 
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Using Masters wy Curomeres 


Most martial arts fk search for a 
sensei. A Storyteller may add a lot toa chronicle by forcing her 
players to seek out a master to teach them the advanced 
moves in their particular style. After all, in real and reel life, you 
don't see a fighter spontaneously developingnew Techniques 
and Maneuvers. Imagine the excitement you can have 
players search the world for an elusive Master of Wu Shu who 
has perfected The Great Wall ot China 


Learning From Masters 


To Jearn a new Special Maneuver, a player must first have 
acquired the move's prerequisites, Obviously there are no 
shortouts, A fighter has to lear the basics belore advancing 
to the more sophisticated moves. 

Ione of these prerequisites consists of another Special 
Maneuver, then the fighter will need to learn the prerequisite 
Special Maneuver first. Storytellers will have to use their 
discretion with this rule, Some moves and their prerequisites 
are very similar. Dashing Uppercut, which requires the Dash: 
ing Punch Maneuver, can probably be leamed by oneselt 
a master. Rekka Ken is a completely dit 
»'s hand should be required to learn the Maneuver. A 
general guideline is it the Special Maneuver costs Chi or 
Willpower to perform, then it usually must be learned from 
elther a sensei or a master, 

It is entirely the Storyteller’s decision as t 


isrevoh 


lerent mat 


which Special 


receives instruction for a new Special Maneuver, she benefits 
by getting a reduction on thal maneuver's experience point 
cost. When learning from a sensei (or master), the Storyteller 
rolls the sense’'s Charisma + Instruction. A success means 
that the sensei has expedited the student's learning process 
and that the student receives the benefit of a reduced expe: 
fience point cost (3x the Power Point cost instead of 4x as 
normal). Failure indicates that the student still learns the 
maneuver, but must pay the ull experience point cast, Abotch 
indicates thal the sensei could not convey the maneuver, and 
the student learns nothing. They lose no experience points 
use of this. 

The length of time the student spends studying is entirely up 
the Storyteller. Generally, the more advanced the Maneu- 
ver, the longer it should take to learn, 
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Lite on the circuit has an attraction for young fighters, which 
often fades as a fighter ages. Perhaps the simple repetition of 
son the Street Fighter, or maybe they have 
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again 


they cox simply gotting old and slow, Whatever the 
feason, fighters will think about life outsi he ring and 
rotiroment. Yet many of these old war-horses are reluctant to 


leave the life behind altogether. Here are a few of the careers. 


that retired fighters take up. 


Training HALL 


Iis common for a tighter to establish a dojo or training hal 
to teach students the ways of their fighting 
the fighter to stil be influential in the world he loves, even it he 
‘cannot continue in competitive matches. Italso pays the bills 
A player may decide to retire a fighter who has been losing 
constantly and begin a new one. The old fighter may start a 
dojo and assist in the training of the new one. Perhaps the 
teacher has been hurt or forced off of the circuit and is using 
the younger student to exact his revenge. This can establish 
ing t 
acter to another. Building a training hall can help a fic 
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t Fighting circuit brings you in contact 
with many, many people. Itis possible for a fighter to meet that 
ial person, whom he wishes to spend the rest his life 
person can be another fighter, a manager, a spec 
the rookie cop who raided your first match and 
threw you in jail. Whoever the person is, the attraction is 

Jeniable, and your fighter considers marriage. 

he circuit just doesn't seem as much used to, It's 
all well and good getting punched in the head by Zanglef, but 
loved one isn't there to kiss it better, what's the point? 
May hould just get out of it while you still can, get areal 
job and raise babies. 
foryteller characters may be willing to settle down with a 
atacter you wantto retire, but his doesn'thave tobe the end 
sharacter’s involvement in the action. Eventually the 
may have children who are raised in the character's 
;ntually find their way onto the circuit. This, 
for an ongoing chronicle featuring a 
of fighters, 
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Hee! Stamp 


Reverse Frontal Kick 
Grab; 


Dislocate Limb 
Eye Rake 

Jaw Spin 
Ripping Bite 
Steeper 


Tearing Bite 


Upper Tail Strike 


HAyMAKER 


Prerequisites: Punc* 

Power Points: Any 2 

The fighter actually winds up like 2 baseball pitcher to 
deliver this crude yet powerful punch, She first reaches as far 
down the to ground as she can without overbalancing herself. 
Then she whips her fist in a wide arc over her own head and 
directly onto her opponent's. The momentum imparted by the 
wide overhead swing imparts tremendous force to this maneu- 
ver. Because of the windup required, it is hard to move while 
executing this maneuver. 

System: The Haymaker Is used like any other punching 
maneuver, with the modifiers below 

Cost: None 

‘Speed: 2 


StiwAN-KEN (Niwa KNucKte Fist) 


Prerequisites: Punch 

Power Points: Ninjtsu 3 

Shikan-ken is very similar to a Jab, but the striking surface 
{s significantly different, Most punches are thrown with a 
clenched fist, which provides a wide area of impact. When 
throwing a Knuckle Fist, the Ninja does not flex the innermost 
joints of her fingers. This leaves the bony middle knuckles as 
the striking surface. The reduced area o! impact increases the 
strength and damage of the punch, 

System: An opponent struck by the Knuckle Fist must 


make a resisted Strength test to see if they are also knocked 

back one hex. This punch 

jumping opponents, 
Cost: None 


Wi cause @ Knockdown against 


1 (may knock back an opponent one hex) 


Stuto (Sword HAND) 


Prerequisites: Punch 

Power Points: Ninjlsu 2 

The arms swung ina wide arc toward the target. At the last 
moment, the Ninja's fist unclenches, and the fingers formalin 
90 degrees from the palm. The lower edge of the fingers 
strikes the target with a force similar to that imparted by a 
sword or club, 

System: This punch ignores any bonuses the target gains 
from armor, Toughskin or similar powers. Atargetwithout such 
protection suffers an additional +1 to damage. 

Cost: None 

‘Speed: -1 


9, Shikan-ken 


3 (or +4, se@ above) 


WidowMAKER 


Jump, Haymaker 


This move is similar to the Haymaker, except that the fighter 
makes a short jump to increase the damage inflicted. Gravity 
and the punishing mass of the fighter propel the attackers fist 


directly c 


the target's head. Thi 


often end a fig 


System: The lighter m 
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oppa inflicting dar 

he Widowmaker suffers a Kn 

hand strike involved with this a jump c 
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swing is completed. 
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this attack by jumping into the air and stretot 3 hig) 
above his head. He then slams the leg down onto his targ 
head or shoulders, using hi ment 

crease the ofthe blow, Fe a 
the ferocity of an Ax Kick 

System: This attack is cons! anou 
and may be used to av s. The ah 
allowed movernant in the 2 

attack in the same hex as his target ack 
targets the head from above, crouched opp struck 
Jumping opponents are likewise struck and aller a 
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Cost: None 
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amount of ground covered is truly amazing. This rm 
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Cantwueet Kick 


Heet Stamp 


Prerequisites: Kick *, Athletics * 

Power Points: Ninjisu 1, Any 3 

The Heel Stamp Is designed to increase the distance 
between a Ninja and an enemy who is pressing the Ninja too 
hard. The Ninja raises her leg in front ot her and lashes out. 
slamming her heel into the closing opponent's chest or block 
ing arms, The two warriors are propelled directly away from 
each other 

System: The Ninja causes vory litle actual damage with 
Heel Stamp; the maneuver is primarily used to gain breath- 
Ing room oto set up a more offensive move for the nextround 
(oF to knock the opponent off a clif, into a vat of sulfuric acid, 
‘tc.). The Ninja moves back one hex, while the target moves 
in the opposite direction, 

The target is moved a distance inhexes equal tothe (Ninja's 
Strength + Athletics) minus the target's Strength, 


Reverse Frontal Kick 


Prerequisites: Kick #**, Double-Hit Kick 
Power Points: Savato, Western Kickboxing 1; Wu Shu 2 
Any 3 


The fighter launches a feint kick past the head of his 
opponent, then quickly reverses it with a sharp snapping 
‘motion, driving his hee! into the back of the opponent's head, 

‘System: The Rovorse Frontal Kick hits only once, using 
the modifiers below. This kick ignores Block Maneuvers, 

Cost: None 

Speed: -' 

Damage: +3 

Move: -| 


Disengage 


Prerequisites: Grab +*, Athletics #* 

Power Points: Ninjiisu 1; Native American Wrestling, 3 
Sanbo, Spanish Ninjitsu 2; Any 4 

This maneuver utilizes a fighter's flexibility and quickness, 
‘enabling her to extract herself from an opponent's grasp 

‘System: A fighter may play this move during any tum in 
which she is in a Sustained Hold. When played, the captive 
fighter rolls a second time to try to escape from her captor. 
However, for the second roll the fighter rolls her Dexterity 
versus her opponent's Strength. If she escapes and has any 
Mave left, she may move away from her opponent. 

Cost: None 

‘Speed: -1 

Damage: None 

Move: 2 


‘ate move, the fighter clenches her fingers 
J rakes them across her opponent's eyes. The 
<d by this is increible but usually does not result in 
nent damage, 

Fighters use this attack, as it is considered 
theless, this move has often meant 
g and losing a match. 
System: Very litle damage results from this attack, but for 
next tur the opponent must fight blind. Ifher Blind Fighting 
eis effectively dizzied 


shoulder joint loase from its 
land immobilizing the arm 
Very litte damage is inflicted by th 


+ forced to resort to this desperate move loses one 


iporary Honor point. an Eye Rake is used in a tournament, 


effective way to deal with an c 
punches. also lose one temporary Glory point. 
System: The turn siter a fighter's s 


ated, he sutters a -3 Speed 
is forced to pop his arm back into its re 
punches used this turn will > Damage modifier. 
lighter attempts to ret 


turn some feeling to his arm. Alte 


the opponent can choosen his arm. However. he Jaw SPIN Z 
ay only throw kicks until he take the time (and the 3 Speed 
penalty) to relocate his arm Prerequisit 1, Athletics #8, Tearing Bite 
Cost: Nono Power Points: Animal Hybrid 3 
gpeeds-1 uly a terrifying tactic. The fighter assumes a crouching 
Damage: «| s nly a Block Maneuver) and waits for her 
ewer attack. When the attack is launched, the hybrid 
her assallant's limb in her jaws, and worries the 
Eve Rawe 
‘System: To be successful, the hybrid must actually allow 
Prerequisites: Grab », Punch * the slower attack fo hit. If the opponent's attack is taster this 
Powor Points: Ninjtsu 1, Any 2 maneuver cannot be playod. Once the blow has landed 


(assuming the hybrid isnot dizzied and is stil onher test), pee 
then executes the Jaw Spin SLEEPER 


When determining damage done by this attack, the Animal Prerequisit 


Hybrid Background is used in place of the hybrid’s Grab Bewer Points: Sanbo, Native American Wrestling 3, 
Technique, al Forces 4; Any 5 - 


Grab ee 


grabs her opponent an 
herself behind him, simultaneously wrapping hi 

In this position she massages pressure 
scalp while compressing the carotid artery 
Which controls the flow of blood to the brain, Eventually the 


Ripping Bre lack of circulation will cause the opponent ta lose conscious 


Grab e+, Bite System: If the character can maintain her gnip for three 
rounds, including the first, she will aulomatically dizzy her 
‘opponent. This is a Sustained Hold, 


ons, The fighter chomps down on t Cost first turn only 
weaken, and then tries totearthe muscles and ligamentsfrom Speed: -1 

their connecting tissue, It is because of this maneuver (and Bamaget + 

atherslike it) that animal hybridsare looked down upon, inand eyes One % 


out of tournaments 

Tho fighter leaps forward and indicates which 
tostrike, A successful rll nfl and 
causes the target to suffer a-1 penalty on both Strength and Prerequisites 
Dexterity for the remainder of the combat. This manewercan Bower Points: Animal Hybrid 2 


be perarmed mulipe times, thus futher impaiing an oBP0- Ths Special Mancuver is iat the Head Bi see the 


Street Fighter ricbook, pg. 119), except that as the 
fighter's teeth bear down on his opponent's neck, he alsc 
pplies leverage 


is dama 


Nhen determining damage inllicted by this attack, the 
Animal Hybrid Background is used in place of the hybric 


Grab Technique. 


ne victim and throws him over his back 


System: Alter applying the damage, the attacker then 

vows his opponent in the opposite direction from the one he 

facing, The victim travels a number of hexes equal to the 
fightor’s Strength -1 

Uke the Jaw Spin, this Special Maneuver uses the Animal 
Hybrid Background in place of the fighter’s Grab Technique 
when determining the damage for this atlack 


Cost: 


Prerequisites: Block **, Aihiletics #*, Punch *, Esquives 
Power Points: Savate 2; Spanish Ninjtsu 3; Wu Shu 4 
This move consists of a quick sidestep, which allows the 
1 to dodge an oncoming attack. The fighter may then 
‘execute a short jab if the opponent is stil within range. Many 
‘opponents are intensely frustrated by this evasion, which is 
‘commonly practiced by Savate fighte 
‘System: This maneuver is completely effective only ifthe 
fighter has enough Move to initiate a counterattack and is 
than his adversary. When the opponent begins his 
the fighter must have enough Speed to interrupt the 
2. the Displacement is ineffective. The fighter 

the Displacement may then travel up to her full 
ft or right of her opponent. Once the opponent 
is completed, the “displaced” fighter may move back in 
ck ifthe fighter has any Move left. This maneu- 

vade projectiles, although a contested roll 


ver can beused 


must stil be made (see "Evading Projectiles" unde 
Special Maneuver in the Street Fighter ruleb: 1 
The Street Fighter's Punch Technique is us © Pur Prerequisites: Athiclics **, Block + 
poses of detormining damage Power Polritat Savato 2 
{An evasion technique similar to certain Aikido moves, The 


eps away from the attack, placing himself 
oxing, Savate strategies depend 
adversary’s blows. 


have enough Speed to interrupt 

pponentattacks, the player using Esquives 

inany one direction up to two hexes. 

at to Displacement, except that the fighter 
unterattack with this move, 


Athletics #eee, Upper Tall Strike 
Animal Hybrid 3 
This Special Maneuver is silat to the Upper Tail Strike, but 
It to control and requires 
coordination to perform. The fighter lea 
up ful uppercut. He then 
ther direction while twisting his 
forward. Using sheer brute streng 
fighter crashes his tall across the upper body 
System: TI 
therwise a grounded 
vil e hex dir 


is more ait aler strength 


sulfers a Knockdk Athlet 


ove, Jump 
nal Hybrid 2 

The fighter drops into @ crouch and explades into a mighty 
iy of this maneuver often takes 


e pushed 


fn determining dam 


Ani 0 is enced fighters may be tipped 
Atle mm the fighter as she concen- 
Cost: None 3 
Speed: +i System: The hyorid hurls herself at her opponent. This is 
Damage: +5 dered an Aerial Maneuver and can be used to avoid 


Mov: of her opponent; if any 


ghte 


Prerequisites: A) Upper Tail Strike 
Power Points: Animal Hybrid 2 
B hing low to the ground and spinning around, the 
strike with her tail. Of course, the fighter must 
The tail sweeps out inacircle, smashing intothe 
urrounding thefighter. All 
damage and a Knockdown, Because this is 
umping or airborne targe 7 


System: Anyone in the six hexes surrounding the attacker 
«and (i damage is done) suffer a Knockdown 
allies of the fighter who stray too close when the 
1uching Maneuver 


ep, Jump 


Prerequisite: 
Power Points: 
The Typhoon Tail have been inspired by the 
k taught in Shotokan Karate. The fighter uses her 

propel herselt high into the air. As she de: 
ng her legs beneath her body 


xtend in a circle around her. She then 

strike her target's head. 

System: The fighter 
4 ‘d Mo 


gins the Typhoon Tail by moving ur 
in hexes. During this time the fighter 
hit by projectiles. Any opponent in 
nt will be hit by the attacker's knees 


Jamage al a +5 modifier. This opponent is also 
ack one hex along the attacking fighter's trajectory 
sin adjacent hexes, including the one 
ning tail and are knocked back 
ker. The Damage modifier for the 


Hybrid Maneuvers, the Typhoon Tail 
nique for damage — not th 


Prerequisites: Athletic: 

Power Points: Animal Hybrid 3 

By twisting her hips, the tighter may use her tail to strike a 
the head of an opponent directly in front of her. The ferocity of 
such an attack often takes fighters by surprise, especially 
ones trained to watch only the hands, feet and eyes of an 
opponent 

‘System: This attack uses the modifiers below. Airborne or 
jumping opponents will suffer a Knockdown it any damage is 
inticted. As with mast other Animal Hybrid Maneuvers, the 
fighter substitutes his Animal Hybrid Background for nis 
Athletics Technique when determining damage 

Cost: None 


Elemental 


Power Points: Elemental (Alr) 3 

The elemental can summon a burst of alr and direc 
opponents. This blast comes from nowhere and often caches 
unwary opponents off guard 

‘System: Tho usor of an Air Blast must hi 


athis 


e a clear line of 
sight to the target. The range of a blast equals the 
Intelligence + Elemental Background, in hexes. Wh 
Blast is treated like a projectile, itis not visible to the common 
/e. Only those fighters who make a successtul Blind Fighting 
roll (Perception + Blind Fighting) can attempt to interrupt this 
attack with their awn maneuv' 
Cost: 1 Chi 

‘Speed: -| 

Damage: +3 

Move: None 


Prerequisites: Focus 

Power Points: Nin 
Shotokan Karate, Capoeira 4 

By focusing his inner being. 
mass to such a point that he can become effectively weight- 
less atwill A fighter using this ability may stand on someone's 
uistretched arm without her feeling his weight. It is said that 
this ability was developed by fighters who watched Indian 
fakirs lying down on beds of nails without being harmed. 
Specialists can actually dance upon the head of a pin 

System: This ability is always in effect and allows the 
fighter to add +1 to Move when using an Aerial Maneuver 
Make a special Combat Card for this power and piace it by 
your character to remind yourself during combat that it is 
always in elf 

Cost: None 

Speed: See description above 

Damage: See description above 

Move: (+1 bonus to Aerial Maneuvers) 


Wu Shu 2; Kabaddi, Kung Fu 3; 


may reduce his 


Prerequisites: Focus « 

Power Points: Ninjtsu 3 

With a special hand sign, the Ninja dt 
opponent's heart and manifests iton 
her eyes. Only a truly brave fighter can shrug of 
and attack the Ninja 

‘System: A\l within 
must succee 
Ninja's Manipulation + Focus. Ar 
get as far away from the Ninja as po 
a Sustained Action (similar to a Sustain 
wheimed opponents will continue to flee from the 
they succeed in a contested roll or until th 
have passed. 


wn face, ¢ 


ight of the us 


Successful fighters may move and attack normally 
Cost: 1 Chi 

Speed: +1 

Damage: None 

Move: None 


Focus #*, Ele 
Power Points: Elorn 
Truly a vicious power, Drain cau 

dehydrated and weakened. The water held by the target's 


nal (Water) 3 


body actually seeps through her pores. A St 


not even be aware that she is being dehy 
passes out. Affected fighters appear to gi 
even in extremely cold weather 

‘System: This is a projectile attack similar to Fireball, and 
can be dodged, even though there is no outward sign of a 
projectile, Characters who make a successful Perception + 
Mysteries roll will notice the projectile, 

Atarget struck suffers one Health Level of damage 
less of Stamina or Soak bonuses, The following r 


eed and a -1 Move penal 


target will also suffer a 


Soak, no Stamina| 


Prerequisites: Pur) 

Power Points: £| 

A portion of the elemental’s body trans! 
andlashes outat the target, This power usualh 
the fighter's extended arm, but may be projecte 
of the body, such as the back or 
Drench unpredictable) 

System: The rango of Dre 
Intelligence + Focus Technique 
neuver; however, damage is determi 
fighter's Punch Technique and the 

Cost: 1 Chi 

‘Speed: +1 

Damage: +2 

Move: 


9% 


Prerequisites: Focus **, Elemental « 
Power Points: Elemental (All) 5 
lemental is able totransfarmher body into the elemen: 
which she specializes. The effects vary but 
for a short time, during which the fighter usually 
her luckless opponent. 

System: The following modifiers apply to combat against 
elementals of the different types. These effects last for a 
number of turns equal to the elemental's Focus Technique. 

Fire 

Anyone who attacks the elemental in this form may take 

irom striking the elemental (similar to Maka Wara), 
elemental uses his Focus Technique to determine dam- 
ye. The attacker's Stamina applies for defense in the usual 
All punching, grabbing or kicking attacks by the elemental 
ave an additional +1 damage modifier. . 
Water 


Any attack that succes 


fully damages the elemental in this 
form subtracts one success from the damage done (\e., if 
n elemental for four Health Levels of 
al would only take three Health Levels). 


som the wat 
damage, the elemer 
Air 
All Aerial Maneuvers against the air elemental suffer a -2 
penalty on the attack's Damage modifier 


All projectile attacks such as fireballs 
Health Level of damage (similar to the Wa 


sause one fewer 
er effect, above), 


ching or kicking attacks aimed at the elemental 
1 2-2 penalty on the attack’s Damage modifier. When in 
jorm the elemental cannot be thrown and is unaffected by 


Knockdowns. 
Cost: | ( 
Speed: -2 
Damage: Varies. See above 
Move: None 


Elemental 
Power Points: Flemental (All) 4 

Similar to the Yoga Teleport, except that the elemental 
into his element and travels through it to appear 
magically in another place. The same element must also be in 
.d area. Thus, a water elemental may dissolve into 
water only to appear suddenly out af another the 


System: This power hasnorange limit with regard to most 
combat hex-maps. Striding fighters reappear at the end of the 
same round they disappeared 

Outside of combatthe elemental may move invisibly through 

of (Stamina + Focus) miles per hour. 
fe of combat the Chi cost is 1 per hour 


Enteancing Cogea 


Prerequisites: Focus ** 

Power Points: Ninjisu ¢ 

By gesturing with this particular hand sign, the Ninja can 
confuse an opponent. The intricate weaving of the Ninja's 
fingers through the air baffles the target with its grace and 
complexity, Simple-minded opponents will stare for hours at 
the writhing hands of @ Ninja master. or at least until the Ninja 
retums tham to their senses with another attack 

System: Tho Ninja must succeed in a contested rol of his 
Dexterity + Focus versus the target's Wits + Mysteries. If the 
Ninja wins, treat the target as i she is dizzied next turn. 

Cost: | Chi 


Envetop 


Prerequisites: focus **, Grab+*, Elemental 

Power Points: Flerienlal (Water) 3 

This power produces two fists similar to those produced by 
the Dronch power. Both fists attemptto grapple the target and, 
It successtul, will cover him completely. An Enveloped fighter 
will bagin to drown, Most elementals will only sustain this hold 
Until their target passes out. Truly evil elementals will su 
itlonger. 

‘System: The Envelop functions much like a Grab Manou: 
ver. Iftwo fighters are engagod in a Sustained Hold and are in 
the same hex, then both will be affected. Each round the target 


9, Drench 


must succeed in @ Stamina test to see if he is dizzied by lack 
of oxygen. 

The range of the Envelop extends a number af hexes equal 
tothe fighter’s Focus Technique and requires an unobstructed 
line of sight. 

Envelop is @ Sustained Hold and may be maintained a 
number of rounds equal to the Elemental's Focus Technique. 
If the line of sight is broken by an obstacle or another fighter, 
the Envelop is dispelled, Unlike mast Sustained Holds, the 
target may move and fight normally, except that his Speed is 
at-2 

Gost: 1.Chi (first round only) 

Speed: 2 

Damage: + 1 (first round) -1 each following round 

Move: -2 


Fire Stee 


Prerequisites: Focus +*, Elemental « 
Power Points: Elemental (Fire) 3 
‘Along gout of flame exiends from the elementals hands, 

setting ablaze anything in its path, Most elementals shoot the 

flame trom their hands, but it can come from any part of the 
body. The flame extends in a straight line from the fighter. 
System: The character uses the modifiers below to pro- 
duce a long gout of flame that is in effect a “line of death" on 
the arena floor. The fighter uses her Focus Technique to 
determine the length ofthe flame inhexes. The Fire Strike must 
travel ina straight line and, ike the Yoga Flame, occupies the 
exes for the duration of the combat turn. This damage is 
applied to any character standing within the atfected hexes 


Flaming Fist 


Fire Strike 


tal Background ee 


e and 


facter spends. This power also extends to the 
id, and itis not unusual for elementals to be seen 
up polluted rivers, mine trallings and such 

e Chi purifies up to five square feet of polluted 
jally polluted areas may require more than 


‘ocus #*, Elemental Background 
mental (Fire) 3 

suddenly raise the temperature 
a person of object — making the air difficultto bres 
g an opponent. A person affected by this feels 
inside an oven, Dizziness 


System: The elemental rolis damage, but only for the 
purposes of calculating a dizzy. The opponent actually takes 
10 damage. This maneuver bypasses any bonuses the oppo- 
e from blocks. This is considered projectile and can 
1e dodged as 
Cost: 1 Ch 
Speed: - 

Damag 
Move: + 


at 
di, Ninjitsu 3; Kung Fu 4 


No one knows what ancient order developed this power, 
addi masters speculate thal it descended 
They believe that this ability was 
fen of Genghis Khan's court in a futile 
that the lite 

fe throughout 


Jiscover immortality. Khan belie 
would be able to sustain hi 


is similar to the Regeneration power, except that 
ach Chi spent allows a combatant to drain one Health Level 
ponent and transfer i (o himself, To use this power 
3t be able to touch his opponent. 

her actions may be initiated once Leech 
ter may attack and then use Leech, but nat 
und. For each Chispent, one Health Level will 
ne targel lo the attacker. The maximum 
that may be spent equals the attacker's Focus 
cker may not increase his Health Levels 


natal 


uccesstully grabbed in a Sustained Hold 
sed. The hold is treated as still being 


farther than norm 

System: The afl 
and +3 to his M 
round. The elemental 


effect during the round, and may move 


Lightness lasts for a number of tums equal 
Focus Techniqui 


Power Points: Elemental (Carth) 


Agaping holoistornout of he earth beneath th 
opponent. Many fighters are caught off gua 
Syster der to be ol F 
target his opponent after she has finished 
Otherwise, the elemental n lectahexas the tar 
pit, Any fightor who ends her turn on thi 
Use the moditiers below for damag he fal 

et deep plus one adaitional foot per dot 


Focus Technique. Fight 


their next action elimi 


Maneuver at -4 Sped e 
because, once created nt 
This power will notwork ifthe fighter is not 


ground: even thin wooden p 
Using Pit in an arena wil 


Glory Renown, be 


often be asked fo make re 
Cost: 1 Chi 

‘Speed: -| 
Damage: + 

Move: - 


body of the fighter dissolves int lea 
ich cannat be damaged b 
The Stree! Fight 
obstacles, such 
not watertight, 
System: Phy 


wh 


int sensation, escalating to 
se discomfort in cases of strong hatred or imminent 
r. A sleeping Ninja with this power is aware of her 
4 any aggression directed at her 
tis an assassin standing over 
drawn sword or @ sniper across the alley from her 


k must be directed specifically al the Ninja. She 
ble to sense a bomb planted in her own car, but not 
‘planted inher friend's car. An unsuspected blow aimed at 
1 head can be easily avoided, while she would have litle 
a that her associat argets, Saki Is never 
Taught Ninja. 

System: Dur 
this skill is of ith 


tt, 
how 


with only one visible oppor 
the Ninja is blinded. 
9, Sakki has many applications. The 
must tell the Ninja that something "bad" is going to 
he Ninja can take her next action protecting herselt 
try to wam and save those nearby. It she does this, 
cents who would otherwise perish are saved thereby, 
ry Honor point. 


ains a tempor 
This power is always in effect, even when a character is 
ping, 

Cost: None 

Speed: None 

Damage: Nov’ 

Move: (Focus + Athletics) only to avoid surprise attacks. 


Athletics © 


Ninjitsu 2 
Wwer allows the Ninja to slip away into shadows. As 
sis a Focus-based maneuver and has nothing to do with the 
the shadow, it may be utilized in broad 


Prerequisites: Focus *#*, Elemental ##*, Air Blast 


Pow ints: Elemental (Air) 4 
sping bath hands togetner and pushing forward, the Systems An opponent must succeed in a resisted test in 
tighter funnels a hutricane-strength gust of wind toward the order to see the Ninja. The opponent rolls Perception + 


ainst the Ninja's Focus + Stealth to spot the Ninja. 
the Ninja cannot be spotted, no attack can be made. An 


target. Unprepared opponents have been throw 
feet by the winds produced 
System: A biast of alr 
raracter's Focus Technique starts one hex-ine ir 
haracter and continues forward for th 
[Insert hex diagram for maneuver here] 
Anyone in this path sutters one hit, which may be bk 
normally. Use the Damage modifiers bel 
suffers damage is moved an equal numt sina 
straight line no elemental. Jumping or airborr 
‘opponents will suffer a Knockdown as we 

Cost: | Chi 


jth a width (in 


however, her next action is taken at -2 Speed, 


neuver’s full movement 
ext turn. Ifthe Ninja 


@ may move up to the m: 
reappear th 
ext action is at +1 Speed. 


Focus «, Elemental # 
Elemental (All) 1 
uitively sense the presence, amount 
hosen element, provided itis nearby 
1" discern the composition of the soil, the 
tne weak spot in a natural stone wall 
sense any pollution in the air (including the 
inside someone's lungs), detect the presence of air behind 
and shifts in air pressure and 
lementals can discern the composition 
sense any moisture buildups, and gauge 
through his level of dehydration, 


Jeulate 


Finally, ire elementals can c 


Intelligenceto: 


jermine the damage 

objector area, gauge their opponent's body temper 

Mbustion point 

While this power may not be all 

mentals find Sense Elementto 
Syster 

ground to 

There 


nelpful in the ring. 


aninval 


None Power Points: 


mental eee, Air Blast 


erous of all elemental powers, The 
ye the air in any given area, 


arly 
akes effect, there is a loud crack similar to 
rushes to fill the 
ed willfeelthe air sucked 
}eously the alr around him 


simul 


Ulof his lungs, while almost 
iquisites: Focus +++ ei 
Power Points: Ninjisu 3 
The Ninja must concentrate 


y part of his body. 


onahex as the 
1d in @ Stamina 


The user of this power designate 


form of her body's iy fighter in that hex must succe 


and the method in which she wishes to tap it. By forming or be automaticaly dizzied the following tun. He then 
intricateand secret hand sign of he Mongoose, she may ers damage according to the modifiers below 
an its power to increase her natural speed entals are unaffected by this power. A target with a 


System: Tho Ninja may only move this com ed may interrupt and move out of the affected hex 
following turn she ma 


f Move (th 


‘cannot block or attack, efore the vacuum forms. 


id +4 to her Speed or +6 to 
traight line) 

Cost: 

Speed: - 

Damage: Non 


1», Heatwave 


Elemental 
(Fire) 
th 


Power Points: Elom 
Nith this awesome pows rental can make h 
spponent literally burst into flames. Unsuspecting or unto: 
cused opponents willsufler horribly as they bum uncontrollably 
Victims of this attack will continue to burn until they either 
extinguish the flames or the elemental allows them to go out 
System: The clomental must dofeat the def 
ntested Focus roll. Ifthe elemental succeeds, the 
bursts into flames, taking the damage listed below. Each 
round thereatter, the elemental can continue to expend Chit 
keep the fire burning. The 1 cou 
this expenditure of Chi by spending one action rolling on the 


Wer ina 


ted cl 


ground always 
wise ta do this 
out a fire suffers a -2 


Cost 


vd putting the fire out, Unfortunately, iti 
he middle of combat: any character who 
peed 
2 Chi first round, 1 C: 


1d, +2 thereafter 


jes: Focus ** 
its: Elemental 
The elemental may f 
throw it at her target 
System: Thisisaprojectile 
¢ last, The more Focus the 
stone is. Because the stone is thrown, this 


a small boulder from thin air and 


Power Points: Ani 


The fighte 
poison into his 


Perception 
Isevoked 


the Elemental's 
er Elemental 


al s#*s, Wall, Stone, Pit 


been doubled — then 


a profitable business deal arnile 
avily in the stock mar 
Bill Gates, Howard Hughes 
rs 10 Eskimos. You've Nad a 


ts, Business Managers 


attractive, but y 


winning b 
ur judgment. 


Expert: You've decided to carry a pager because too 
many people need to get a hold of you wherever you are, 
Placing bets has become a lucrative sideline, and you consis- 
tently win. The gambling houses all know you by name— they 
don't ike you, but they know you and will take your bets. 
* Master: You don't need a day job. No one in town will 
take your bets anymore, but that's okay because you have 
enough capital to cover most bets on your own, You have your 
‘own clientele, who gamble only with you. You are an expert at 
statistics and calculating odds, Occasionally there is an upset 
and you some lose money, but rarely. 

Possessed by: Gamblers, Bookies, Loan Sharks, Mafia 
Bookmakers 


Puguicist 


This Skill allows youto advertise an upcoming event inorder 
to attract paying customers. This can be a litle tricky some- 
times — some countries frown on the circuit and those that 
don't always want a cut off the top. It's best to keep the 
authorities out of the ring and the accompanying deals. 

* Novice: You believe thal advertising in the classified 
section of the local paper is the best way to atiract an 
audience. 

++ Practiced: Spreading posters on telephone poles 
attracts more people. but few of the real movers. 

Competent: You know how to contact the people 
‘most interested in the Street Fighting circuit. You let them do 
your work for you, as they spread word the upcoming match 
to interested partes, 

° Expert: You know the major players in nearly every 
city in which circuit matches occur. Managers envy your 
advertising savvy, and fighters Seek you out to finance their 
matches, Important city officials know you by name. They may 
not like oF approve of you, but they know you. 

Master: Nothing happens on the Street Fighter Cir- 
cuit without your knowledge. You can make one call toany city 
inthe world and organize a match. Your services are sought 
out by the largest, best-financed stables. Your name is known 
by important government officials, who may help or hinder you 
depending upon how yau play your cards, Shadoloo has also 
taken an interest in your activities. 


Cygernetics 


Thisis the abiltytoinstall and upgrade cybernetic implants. 
You have combined high-tech know-how with medical and 
prosthetic technology to achieve truly amazing results. You 
can repair, upgrade and, given time, build cybernetic limbs 

Before a character can learn Cybernetics, he must attain 
five dots in the Medicine Knowledge. 

* Student: You know the basics of prosthetics technol- 
ogy and how to replace simple equipment. Simple repairs are 
the best you can manage. You know enough to refer the 
patient to a more qualified technician 

** College: Al this stage you are able to recognize the 
inefficiency of most artificial lmbs. You begin to design im- 
proved models, but lack the technical knowledge to build 
them, 

‘s*8 Masters: Scientific teams have offered youa position 

in their ranks. You are respected by your peers as an inspired 
‘scientist and a hard worker. A few of your papars concerning 
prosthetic replacements have been published in medical and 
technical magazines 
* Doctorate: Your advice is solicited for all manner of 
projects. You can completely rebuild and improva any “off the 
rack” prosthetic device, increasing its efficiency tenfold, Were 
the technology involved not so expensive, your designs would 
be the medical standard. 
Scholar: Few people ask you for advice, because 
few can understand the concepts you talk about. The word 
revolutionary” doesn't do justice to your work. Some of your 
patients regard their accidents as the best thing that over 
happened to them — your cybernetic replacements are that 
‘good. 

Possessed by: Doctors, Mad Scientists, Inventors, Nobel 
Prize Winners. 


SYi ls 
ERI Hsse 


So, you think you're tough? 

Running the circuit has never been this difficult. See 
the side of street fighting that few talk about: the 
undiscovered wilds, the horrid results of men fused with 
technology and the keys to unlocking dark sorcerous 
power. Be prepared the next time you step into the ring — 
there's no telling what you'll face! 

Less than human, more than equal 

The Street Fighter Players Guide will explore new 
facets of street fighting. Discover the truth about Blanka's 
nature, learn how to create cybernetically enhanced 
warriors, train in new styles and explore new 
backgrounds. Plus, the book also has new 
information on tournaments, arenas, managers 
and sensais. 

The Street Fighter Players Guide will take your 
characters to the limit... and beyond. 

The Street Fighter Players Guide will feature 

+ New Special maneuvers, many never seen 
a before. 

-\ «Detailed source material on Animal Hybrids, 
Cybernetics, plus two new styles. 
+ New Street Fighter teams which you can play 
yourself or fight in the ring. 
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